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PREP8TR3RtS PQR TI>£ EXPEB3T3QR 


About this adventure 

Quagmire is a 
tombined wiider- 
ness and dungeon 
advcmure dcsign- 
cd 10 provide play- 
trs with a wide 
variety of new set- 
tings in whicli rheir 
charactcrs may ex- 
piore. Throughoui 
out the course of ihe adventurc, characters 
travel across strange seas, swampy pcninsu- 
las, and buming deserts. Each terrain holds 
new challenges for the characters, some that 
pcnain to the charactcrs" goais, and some 
that simply provide excitcmeiu. The adven- 
ture also allows for charactcrs to explore ihree 
scparate cities. 

Thc adventure is also dcsigncd to provide 
you, the Dungeon Mastcr, with a wide range 
of encounters set in various typcs of terraim 
How h you run these encounters directly affects 
how' wcll ihe characters pcrform their duties, 
and how exdlcd the playcrs gct while taking 
part in the game. When characters are 
exploring swamps, give the encounters in 
thost areas an cspedaJIy menacing and mys- 
tcrious feel. As characters movc through the 
descrt or across the sea, dcscribe their 
encounters as sunny and monoLonous. When 
characters explore mudfluis and cstuarics, 
dcscribe these areas as sticky, dangerous, and 
fillcd with thousands of strangc life forms. 

There are six main areas of advemuring in 
Quagmire; the comincm, Serpeni Penin- 
sula, the area surrounding the dty of Quag- 
mire, Thancgia Islanrf, the spiral cities 
(Quagmire. Thanopolis, and thc Sunkcn 
City), and thc scas. 

The areas introduced in Quagmire arc 
designed to expand thc DikD m world oudincd 
in thc Expen rulebook and oihcr Expert 
adventures. 

You may also place the areas and events of 
Quagmire within an already existing cam- 
paign sctting, as long as you makc sure ihe 
geographical areas of ymir campaign match 
those set forth in this advcnture. 

Before beginning play, you should read the 
entire adventurc carcfully and hecome com- 
pletely familiar with k. Most ofthe informa- 
ticm given in thc arca dcscriptions is Tor your 
eyes only, ahhough you should read all boxed 
text to the players as their characters enter 
spccifk areas. Feel free to usc your imagina- 
tion to embellish ihe encoumers as you wish. 
Make sure you donh give the players too 
many clues or suggestions, howevcr. 


Plot synopsis 

The adventure begins when the rharacters 
reccive an urgent plea from the leader of a 
city called Quagmire, The dty* once a tliriv- 
ing trading port, is now sinking into thc sea T 
and the city's leader is calling for hclp, 

K the charactcrs decide to hclp thc pcople 
of Quagmire, they may set out from any of 
theselocations: Slagovich, Specularum, Pra- 
mayama, Icrendi, or the IsJe of Dread. 

When the characters reach Quagmire, 
they find that it is under siege by crcatures 
from the surrounding swamp. Once the char- 
acters enter thc city, snrvivors there ask the 
characters to cscort them to the legcndary 
city of Thanopolis. According to the surv i- 
vors, Thanopolis lies on tlie southwest side of 
the island of Thanegia, 

Thanopolis does indccd exist, but it is 
infesicd with denizens of the surrounding 
swamps and jungles, Within thc legendary' city, 
which is a duplicate of Quagraire, ajie dues to a 
third sister city. rhis third dty sank centuries 
ago, and ls now inhabited by mcrmen. Thc 
characters may also try to find this city. 

Encounter maps 

DM Map 1 is a detailed view of thc wild 
lands. It shows portions ofthe continent, Scr- 
pent Peninsula, Thanegia Island, and the 
surroundmg seas. DM Map 2 shows the area 
that surrounds the city of Quagmire, The 
large hexes on rhis map arc cqual in scale to 
thc small hexes on DM Map 1 DM Map 3 
showa the 13 ievels of ihc spiral cities (Quag’ 
mire, T hanopolis, and the Sunkcn City). All 
three cities utilize ihe same map, DM Map 4 
shows a side view of thc spiral city, 

The outside cover gaLefoId features a play- 
ers T map of the wild lands, Several areas on 
this map have been left blank. As charaeters 
explore the wild iands, the players may add 
terrain and other notes to this map, The 
revcrsc side of this map eontains the parch- 
ment the characters Hnd at Lhe start of the 
adventure. Il also leatures a rough mapof the 
wild landfl. This map shows how ihe wild 
lands tic together with the areas of the worid 
outlined in adventures X1-X5. 

To get a better idea of hovs' the wild lands 
rdatc to other areas of the D&D® world, nnte 
that rhe eastem edgc of DM Map 1 in this 
adveniure is situatcd 11 hexes west of the 
Continent Map on p. J6-J7 in adventure XI, 
The Isle of Dread. 

If you have adventure X4, you may line up 
thc top 3V2 hex rnws of DM Map 1 from this 
adventure so that they ovcrlap the bottom 3 
Vit hex rows on the Map of the Great 


Waste (p. 7 in adventure X4 t Master of thc 
Desert Nomads). 

The Map of Hule on p. 31 of adventure X5 
(The Temple of Death) shows the port city of 
Slagovich and somc of ks surrounding tcr- 
rain. You may also find Slagpvich on DM 
Map 1 in this adventure. Map 2 in the D&D® 
Expert rulcl^ook (p. 33) shows ihe sea tradc 
routes the characters may Travel from Speeu- 
larum and [crcndi in this adventure, 

Statistics and abbreviations 

Monster statistics are ljstcd in the following 
order: 

Monster/NPC Name (No. appearing* if 
more than one); Armor Class; Hit Dice or 
Class/Lcvel; hlt pointsj Movement pcr 
tum (round); No. of attaeks pcr round; 
Damage per attack; Save As; Class/Levd; 
Morale; Alignment; Experiencc Point 
valuc; and abilitics for NPCs (such as 
spells), whcn appropriate, 

The following abbrcviations are used in this 
adventure: 


AC 

* Armor Class 

F 

- Fighter 

HD 

- Hit Dice 

ML 

- Moralc 

hp 

- hk points 

AL 

- Alignment 

MV 

- Movement 

L 

- Lawful 

#AT 

- no. of attacks 

C 

- Chaotic 

D 

- Damage 

N 

- Neutral 

Save 

- Save As 

XP 

- Expcrience 


Point value 

The party of advcntiirers 

Quagmire U designed for a party of 2-8 char- 
actcrs, Each character should be bctween the 
4th and lOth levels of expcrience. A party of 
characters should indudt a deric whtJ is no 
lower than 6th levd. Each charactcr shouid 
have two or thrce magical items, induding 
magical swords and artnor, All characters 
should be outfkted for a wildemess advcn- 
ture, 

Wandering monsters 

Art eaat-west line nms through the diy of 
Quagmtre on DM Maps 1 and 2. This line is 
the Wandering Monsrer Ime. 

When you are checking for wandering 
monster encounters, check to see if the char- 
acters are traveling above or below the Wan- 
dering Monster line, If the tharacters are 
abovc the line, use thc Wilderncss Encounter 
''labies from the D&D® Expcrt rukbook (p. 
30). If the characters arc below the linCj usc 
the Thanegia Wildemess Encounter Tables 
on p, 31 of this booklet. 
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Use ihe Thartegia Wildemess Encounter 
Tables as ymi wmild the encounter tables in 
ihe Expcrt rtilebook, The Thanegia tabies 
have bcen set up to represent the different, 
more exotic types of ansmaJs that characters 
fmd in rcmote southem terrains, 

Capturing wild animals 

During the advcniure, characters may wam 
to capture wild hcrd animals (horses, mules, 
anri camds. for example). To capture a wild 
animaJ. a character must rope the animai. 

Wherher a character is on foot or on the 
back of another animal, his ehaoce of roping 
a wild animal is Lhe samc as if he were trying 
to hit ir with thrown oil or holy waten Con- 
sidrr an animal roped oncc a lasso hits it, 

For each character w f ho ropes an animaJ, 
roll 3d6, IT ihc dice rol! total is greater than 
the characier J s Strength score* rhe artimal 
escapcs. Otherwise, ihe animal i& considered 
to bc ropcd. 

Each rope on an animaJ diminafes onc of 
thc animal’s attacJcs. If an animal has two 
auaeks, charatters must rope that animaJ 
twice bcforc it can be eonsidered captured. 

Adventure setting: 

The wild Iands 

(DM Map 1) 

Pages 16-17 of this adventure feature a Iarge- 
scalc wiidemessmap. Use this mapasa guide 
when charaeters travel by Jand or sea to 
Quagmire and heyond. 

This map may also serv r e as an cxample of a 
large-seale wildemess design. \bu may want 
to base dungeon and wilderness adventures 
on this map t or you may expand thc rnap by 
designing wildemess arcas where thc map 
Jeaves off. 

Following is a key to the areas memioned 


on the map, The key gives only a brief back' 
ground of mosr areas. Yo\i may “flesh out” 
indrviduaJ eneoumer areas wiih your own 
information. 

Tb rcad the wild lands map, start at the rop 
and read from left to right. The key below- is 
divided into seven parts: south eentral eonti- 
nent; Serpent Pcninsula; Scaof Dread; ShaJ- 
low Sea; Thanegia Island; Western 
Thanegioth Archipelago; and thc Westcm 
Sca. 

Wild lands map key 

South central continent: This area of land 
tndudcs the city of Slagovich, Bush Country, 
the Smd Desert, the Burning Waste, and the 
Barrcn Plain. 

G'jfy ofSingovkh; l’his opulent, Wcstem 
Sea trading port stands at the westcrn cnd of 
the Sind Desen Caravan Track. Characters 
may find all kinds of exotic goods being 
exchanged in rhe srreets of this hiliy city, Sla- 
govich’s rockv port features cxcclleni, decp 
harbor facilities. 

Bush Cotmtry: This remotc grasdand 
Stretches southeast from Slagovich to the 
Neck Grasslands. It is bordered on the easl 
by the Sind Desert and on the west by a sandy 
shorelme that runs along the Westem Sea. 
Various rypes of wildlife are abundant here; 
so are nomadic hunterii. 

Sind Dcsert: This desen is more barren 
and stony than sandy, Rocky areas, craggy 
bJutTs, and patches of dry thorn bushcs dot 
the landscape. During the daytime, tcmpcra- 
tures often reach S00 degrees or highen At 
night, ihe temperatures drop to as bw as 30 
or 40 degrees. 

Experienced travelcrs do not travd during 
tbe noon or aftemoon on the Sind Desen. 
Most traveling is done during thc morning, 
late aftemoon, and early night. If charactcrs 
insist on travcling thmugh the desert during 
the hottest part of the day, have each of them 
make a saving throw va, death ray, Those 


w r ho fail their saving throws tafee I d4 points of 
damage from the intense heat. 

Burning Hhsre; This region of craggy, 
erodcd rocks Itcs over an active geothermal 
subsurface. Minor quakes and avalanchcs 
rock rhis arca frequemly, and geysers and tar 
pits are coitmion. The shiJhng rocks of Lhc 
wasle occasionaJJy releasc natural gascs, 
which then burst imo flnmt. T'hese gases 
burn for weeks, scndtng dark dtmds of smoke 
into the desert sky. Bccause of the area's vio- 
leriG unpredictable tcrrain, there are no per- 
manent dwdlings ur communitics in the 
Btiming Waste, Piteh, which is used for seab 
ing ships, is the area’s onJy valuable com- 
modity. 

Barren Plain: This sandy, roJling sirctch 
ofland ts warmand windy. Little plani oranb 
mal lifc survivcs here, lt is bordeved on Lhe 
north by the Sind Desen nnd thc Burning 
W'aste. A rocky shordine that nins along the 
Sea of Dread fonns the plain’s southern bor- 
dcr, The Silt River, which Jlows from fhc 
Burning Wasie to the Sea of Dread . cuts ihc 
plain in half. The Barren Plain is known for 
its iiidemem weathcr. 

Serpent Peninsula: How f this strelch of land 
eamed its name is not knnwn fnr sure, Some 
have speculated Lhal it w as so named because 
of the serpentinc trade route ihat ships must 
follow along its coast. Olhers fed the name is 
a referencc to the large numbernf snakes that 
livc throughouL the area, A caravan route 
known as “The Necldace’ 1 separates Scrpent 
Pentnsula from the south central contincnt. 
The Necklace connects rhe easr coasr vtllagc 
of Sca Camel to thc west coast village of Mtilc 
Bcach. The geographical featttres of Serpent 
Pcninsula indude: the Neck Grasslands; the 
River HilJs; the Rain Forest; ihe Lagoon 
Lowlands, the Fangs; and ihe Serpent Keys. 

Nedc Gramthinds: So named because of 
Lhe narrnw isthmus they covcr, the Neek 
Grasslands are teeming wilh several kinds of 
dangerous creatures. The TTiroat River slices 
thraugh ihe center ofthe grasslands and cmp- 
ties into the Westcrn Sea at Mule Beach, Bmh 
oF ihL area's coasthncs are sandy 

Rivcr Hills: Grass and trees cover these 
rolling hills. Matiy of the peninsula’s mean- 
deritig rivers start here and run down into 
other types of terrain in the form of waterfaJls. 

Rain Forest: Daily thundersiorms drench 
this forest and form rivers that wind to the 
surrounding seas. The Sea of Dread bordcrs 
the forest on the east; the Western Sea bor- 
dcrs on the wesL Wildlife abounds in this 
tropical region. Both of thc forest f s coasts are 
muddy. 
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Lagoon Lowlands: Three large, fresh- 
water lakes lie: in th h sticky rcgion. Thc iand 
of this marshy bog: gives with each footstep. 
The earth here is so low and swampy thai it is 
difficult to tell where the muddy coastlines 
end and thc swampy lands begin. Seawater 
mingles with the roots of gnarled trees aJong 
thc coasts. 

The Fangs: These muddy poims of land 
are the southeast and somhwest tips of Ser- 
pent Peninsula. Traders use the Fangs as 
landmarks. East Fang Cape is due north of 
the city of Quagmire. A sea trade route that 
runs between the two capes separates the 
Lagoon Lowlands artd the Serpent Keys. 

Serpent Keys: These low, swampy islets 
lie just off the coast of the Lagoon Lowlands. 
Thc keys serve as natural breakwaters to pro- 
tect trade ships from the direct force of ihe 
Sea ofDread. Some of the smaller keys are no 
more than offshore sandbars. Most of these 
kcys have muddy coastlines. 

Sea of Drcad: This body of water i$ bor- 
dered by the continent to the northj Serpent 
Peninsula to the west, and thc Thanegioth 
Archipelago to the south. Many rivers empty 
from the continent and peninsula into the Sea 
of Dread. Sea Camel Gulf is a northwest 
extension of this sea. 

Narrow channels from this sca run past the 
city of Quagmirc into thc Shallow Sea. 

Shallow Sea: This body of water is bordered 
by Serpent Peninsula to the north and 
Thanegia Island lo the south. Channds that 
run past the dty of Quagmire connect this sea 
to the Sea of Dread. More channels run past a 
handful of isiands at this sea's westem end, 
connecting it to the Westem Sea. 

Thanegia ffiland: The history of this island 
is shrouded in mysteiy Legends speak of the 
Yavdlom* an early race of man that Jivcd hcre 
in harmony with the island’s natural beauty. 
At that time* several different forms of life 
were said tt> have fihed the isLand. Thc leg* 
ends also say, however t that some unknown 
force eventually decimated the island's life 
forms, and the YavdJom apparemly moved 
on to other land$. The unknown forcc was 
actually the sJow sinking of the land that now 
makes up the floor of the Shallow Sea. 

New forms nf rare and exotic plant and 
animal life now thrive on this mystcrious 
island. The tropical island has four distinct 
regions: the Sinking Keys; the Thanegian 
Swamp; the Thanegian Jungle; and the Hiil 
Country. 

Siniing Keys: These keys are Jittle more 
than sandbars covered by sw'ampy vegeta- 


tion. They stretch all alongThanegia JsJand's 
northcrn coast, forming a natural break- 
water. The coasts of these keys tend to be 
muddy and swampy, 

Thanegian Swamp: This swamp is similar 
to the Lagoon Lowlands on Scrpent Penin* 
sula, There are, however, no fresh-water 
Jakes in thb swamp. This swamp tbrms the 
coastlinc for the emire island t and is only bro- 
ken by a fcw slow rivers. 

Thanegian Jungle: This jungle is similar 
to the Rain Forest on Serpent Peninsula, 
There is a greater variety of plant and animai 
life in this jungle, however. 



rolling highlands. All of the island's rivers 
flow from these hills. This regioti is so far 
inland that no one has ever seen it from 
aboard a ship. Similarly, characters could 
stand on the highest htH of this region and stilJ 
not be able to see the water that surrounds the 
island. 


Western Thanegioth Archipdago: This 
archipelago stretches northeastward from 
Thanegia Jsland's ea$tem coast. These Jow p 
swampy isles support more exotic forms of 
life than their sister islands to the east. Even 
Lhough most of these isJes are swampy, ihcir 
coastlines are sandy. 

Western Sea: This body of water is bordered 
by the Gulf of Huie ro the north and by Ser- 
pent PenmsuJa to the west- Chamiels run- 
ning through scattered islands connect ihis 
sea to the ShaJlow Sea* 

WeatheT and climate 

The general weather pattems of this parl of 
the world move from east to west. Tbe 
world’s equator lies just south of Thanegia 


Island. The dimate of thi$ area is similar to 
that of Rorida or Cuba. 

Hurric&nes: If you begin this adventure at 
the suggested time (around the beginning of 
summer), this pan of the world is in thc mid- 
dJe of the hurricane season. Thcte i$ a chance 
that, when characters encounter gales at sea f 
they frnd themsdves in a hurricane. You may 
use the Optionaj Water Movemcnt Modifica- 
tion Chart (p. 44, D&D® ELxpert rulcbook) to 
determine if the charaeiers encounter gaJes. 

The percentage chance that a gale tums 
into a hurrtcane is given on Table J bdow, 
Findl the percentage chance given for the 
month or season and roll percentile dice, If 
the dice roil is lower than or equal to the indi- 
cated percentage chancc for thal month or 
season T the gale becomes a hurricane. 


TABLE 1 

GALES & HURRICANE5 

Season/Month 

% Chance That Gale 
Becomes Hurricane 

Winter 

6% 

January 

6% 

February 

6% 

March 

6% 

Spring 

22% 

April 

6% 

May 

20% 

June 

39% 

Summer 

61% 

Juiy 

50% 

August 

71% 

Septernber 

63% 

Autumn 

44% 

October 

47% 

NovemJ>er 

49% 

December 

47% 


The effects of a hurricane are the $ame as 
the efTects of a gale, except that extremely 
heavy rains accompanv hujricanes. These 
rains are likely to flood ships. Even if a ship 
survives the cfTects of the high winds, there i$ 
a chance that it sinks from being filled with 
rainwater, 

A gaJley has a 40% chance of flooding and 
sinking. A sailing ship has a 20% chancc of 
flooding and sinking, Characters may 
decrease the chance of sinking by throwing 
cargo overboard. !f characters thraw all of 
their cargo overboard in such a situation^ the 
chances of sinking are reduced to 20% for 
galleys, and 10% for sailing ships. 

If thc characters find theimdves knee deep 
in water, you may tell the players that throw- 
ingcargo overboard increases the characters' 
chances of staying afloaL 
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Adventure background 

Finding the plea for help 

If your characters are at a sea coast, you may 
have them find thi$ plea for help. If thcy are 
not, have another party of adventurers find 
Lhe plca, and have rhis party carry word of 
thc plea to your characters, 

Characters discover the plea wrincn on a 
piece of parchmem that has been rolled up 
and sealed inside a glass bottle. 


If characters check around in Lhe local tav- 
ems and inns, they hear that Qriagmire is a 
rich trading capital. The characters also hear 
mmors that lizard men have been harassing 
the trading ships in the area around East 
Fang Cape, near rhe southern tip of Serpent. 
Peninsula, 

If characters investigate further, they fmd 
thai no one can recall thc last dme a ship 
arrived from Quagrnire. Some think the city 
is doomed. Qthers think il has already fallen. 

Preparing for the journey 

ff possible, this adventure should begin close 
to the first day of summer, You may alter this P 
however, depending on your time table and 
your campaign. 

The characters may begin their joumey in 
any of these locationsr Spccularum, Sla- 
govich, Pramayama (from X4 P Masterof the 


When thc charactcrs find this parchment, cut 
the third partei from thc cover of this adventure, 
and give it to the players. This panel features a 
copy of the parchmcnt and a map of ihe wild 
lands. The playcrs may use this map fo chart 
the wild lands as tlieir characters exploiie them. 
You may nead thc following boxed text to ihc 
players, or you may lct them read if themsdvcs 
from ihdr copy of the parchment. The meiisage 
is written in Comman. 


Descrt Nomads), lerendi, or Tanaroa on thc 
Isle of Drcad (XI, Fhe Islc of Drcad). You 
may havc thc characters start from some 
other ItJcatiQn more fitting to your campaign. 
if you dccide to fit Quagmire and its sur- 
rounding arcas into your campaign setting. 

The characters may travel to Quagmirc by 
sea, by land, or m a combination of the two, 

If the charaeters decide to travd by sea t 
they must acquire a ship. Most character par- 
ties should have no trouble raising enough 
money to buy a small sail i n g sh ip. I f ihe char- 
actcrs cannot afford a ship, you may arrange 
matters so that thc characters are able to get a 
boat or smaJl ship that can sail the seas. 

Characters who travcl known river and sea 
routes from the nonh or east shuuld enter 
DM Map 1 at the hex marked ‘'B,” Charac- 
ters who travcl from Tanaroa ahould entcr 
DM Map 1 at the hex marked 


If the characters decide to travel by land 
from any of (he starting locaiions to the north 
or cast of the wild lands area (exccpt lerendi), 
they should enter DM Map I at thc hex 
tnarked “ A " Characrers who follow the Sind 
Desert Caravan Track lc* its western end start 
at thc city of Slagovich. 

Sailing lo Quagmirc 

During ihe charaders’ voyage to Quagmire, 
use the wildcrness njlcs from the D&D'® 
Expert rulebook. R.emcmber to check for 
weather once eaeh day If a gale coines up* 
remember Lhat there is a chance ii may 
become a hurricane. See the ruleson Weaiher 
antl Climatc in this section fordetaih. 

While the charactcrs aie at sea, you should 
check for a wandering monster cncounter at 
leasi once per day. See the rules on Wander- 
ing Monslers in ihis sectinn Ibr dctails. 

If the charactcrs saij nut ofsight ofland and 
have no navigator aboard, chcefe to sci- if the 
characters bet ome lost. 

Traveling by land to Quagmire 

Use the wildemess rules in the D&D® Expert 
ruiebotik. Check for wandering monster 
encounters at lcast once perday, See the rules 
on Wandertng Monsters in diis section for 
details. 

Moving off the map 

Table 2 shnws the distance (in numbers of 
hexes) Jrom Specularum, lerendj, Framay- 
ama, and Tanaroa lo particular hexes on DM 
Map 1. You may have encounters take placc 
on these unseen hexes* or you may decide tn 
give the rharacicrs a few i4 days nJT " whilc' 
they travd through thcse areas. 


TABLE2 

MAF HEX DISTANCES 

From Location 

To H 
A 

ex Lettered 

B C 

SpecuJaru m 




by land 

39 

— 

— 

by sea route 

— 

45 

— 

lerendi 




by sea route 


33 

— 

Pramayama 




bv land 

9 

— 

— 

by river/sea rnute 

— 

18 

— 

Tanaroa 




by sea 

•— 

— 

27 


We, the peeple oj the riiy oj Quagmire, try 
Jar hetp in oar time oj neei. Cfhe sea, 
n'hich i mce Was our v'ery seuree oj lije. has 
bctome aur ewmy. Our greal citjf oj trade is 
sinking heneafh the sahtf tfaees. Witfaut a 
saje mooring Wc haee no traie. Withcut trmh 
We haVe no Jooi or mtee A feter has diri- 
matei out populatim, ani siilt it rages on. 

Cfhe ienizens oj the Manis that surroum J 
us haOe bhckairi) our atij ani are noW freying 
upon us in this Weahewi state. Cfhcy capture 
our messengers ani keep iraie skips jwm 
reaching us. 3hey plan to besiege us unttl We 
can no longtr Aejend ourseh'cs. IJ Wejall they 
Will o^enun us f kill us, ani squanier tkejor- 
tunes ani staples that We haee storei up . 

Our hopes go With this messagc—hopcs 
that the pkas We hate cast inta the Waters 
shall rcach ririlizei people, fwpes that brai'e 
tirtJ umeljish souls will jirti one oj our 


messages ani look upon our plight witk pity, 
hcpes that thcre are those who kaie the 
resourccs to run the hiieous blochaie ani briruj 
aur people Jooi ani Water. 

We qffer JiVr times the normal priccjorjocfi 
anijresh Water, Ij our rcscuers can lead us to a 
tirW heme and help us mettlc, We Will m- 
tainltf patj more , We matj not he able lo patj 
an iirmy; We seek the hclp ani guiidme oj a 
small hani oj sfrong ani courageous souIl 
I setmy hani lo this pagc on thejirst iag oj 
spring * / heliev'e our people can last no longer 
than 6 months. Mag ihe hsni that plucks this 
testamcni Jrcm the sea teliter us to saje, high 
grouni m all haste * 

Mohriah 

Kinj oj the Swamp 
iRuier oj tke 
city oj Quagmtre 
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Area encounters 

(Use'DM Map 1.) 

encoimters 
dt> not takc place m 
specific locations 
on the map. Rath* 
er, cach of the en- 
counters js dcsign- 
^ ed to take place m 
certain regions on 
DM Map I. When 
the characLers en- 
ter a specifk rcgion, check Table 3 to deter- 
mine which of thc 25 encountcrs given herc 
may lakc place in that area. Most regions 
have more than one possible encounten 

For example, ifthecharacters are travding 
through the Hill Coantry on Thanegia 
Island, they may be involved in cncounter 5 
(Heat Plague), encotinier 7 (Drenching 
Rains) t or encoonter 15 (Pcrsonal Servant). 
You may decide which of the three encounters 
takes place. 

You aiso have controt over the timing of 
these encouniers. If you want> you may have 
the characters involved in one encounter per 
day* or you may subject them to threc or four 
encountcrs in one day T depending on the ter- 
rain. Such timing will help ycu preparc the 
characters for their work in Quagmire, or it 
may hclp you adapt the adventure to your 
ovm campaign morc smoothly. 

Some of the cncounters may occur only 
once. Others may occur several times, in dif- 
ferent terrain types. Try toseparate repeating 
encounlers with at least one wandering mon- 
ster encounler. 

The map areas listed on Table 3 are 
arranged ajphabctically. 



Foisiblc tncpimter* 


Barren Pkin '2 t 4, 14, ih, 13 

Buming Waste . 1, 5, 4, 15. 

Bush Country 1, 4* P7, l|h 13 

Ooastal Trade Routc^ 12. 25 

Cfwsilmi;; 

HiH CtJimtry " 5^7, 1S:-. " £ 

Lagoon Lowiands 5,7. 8, 9^10 _ _ l r 


Neck Grasislands 


Net-kUcc Tradc 


v, 5i§; f7 t 18,19 i_g: j ; 



Outi&teim ot 

Siagovk tL Mulc 
Bcadi. or Sc;t 

.v;:. Gamd 

Rain Forest > \ 5, 6 V 7. fL9, 20 

RivyfHilis ; S, hd£ 18 

RiVtjr Mnuih : • YL 15 

Keyii 5* 7, 3-9* 10 

Sefpent P* nittHUla 

Lakeshore 5, 7.U : 9, 10 


Sind De*m 2. 1:i f .. Jh 

. Sinking Kcys 5,-.7; 8, jih i? 

Thancgtan juttgle 5, 1 \ % 13, 20 

rimnegia River 

Baoks m \f;Sk *• 

Thanegjian Swanip 5^7,8, 10 13 

WcMt rn Thaucgioth 

ArtbijJeliiga 5-.* 7. 8, 1 U13, 1.5 ?=. f . 




1- RHINO HERD 

This cncounter should occur only once. 


Scrub brush dots this gently-rolling grass- 
land. A small herd of grazing animals 
mdves slowly along the horizon. Thitk, 
gray hidescover these creatures, which, at 
rhe shoulder, stand as high as a dwarf As 
the beasis amblc doser, they appear to be 
much larger and heavier than they seemed 
at first. Suddenly, the lead animal stops 
and raises its horned head to sniff the air. 


Twclve rhinoceros axe moving in a direction 
that will mtcrsect with the characters" path in 
a few minutcs. If the charactcrs stand still or 
retreat, thc lead animal lowers its head. Ftve 
minutes latcr, the herd crosses the characters* 
path. 

l( theehaj^acters move toward the herd, the 
lead animal paws the ground and faces fhe 
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characters, everi if ihey are invmble. If ihe 
characters threaten, surprise, or charge the 
herd p thc animals stampede in a random direc- 
tion, These starnpeding anirnals uxv their nose 
homs to gore all in Lheir paih, The horns cause 
double damage On the first attack. 

Rhinoceros (J2): AC 5; HD 6; hp 27; MV 
120' (4fT); #AT butt «r trample; D 2-8 
or 2-16; Save F3; ML 6; AL N; XF 275 

Ft>r a complete descriptjon of thesc creatures, 
tum to the Appendix. 

2. MOBILE MIIIAGE 


A shori hill rises just ahcad. From the top 
of the hill, the land stretches outward in 
desulation. A green shimmer rises slowly 
on the horizon. A small clump of palrn 
trees sways in ihe waves of heat that dauce 
on rhe sands. 


The oasis is juxSt a mirage. The distance to 
this mtrage is about 24 miles, If characters 
walk toward the msrage, it still reniains 24 
miles away, The mirage moves, tracing a cir- 
cular pattem of 6 hexes around a central hex, 
The mirage cominues to move for as long as 
the characters follow it. If the characters 
jgnore the mirage or do not travel toward it T 
it dtsappears, 

3. THW CEUST 

1 his encounter should occur only ontc, whcn 
the characters pass through the Burning 
Waste, 


Geysers spoui and rnudpots bubble amid 
broken boulders and balanced rocks here. 
The smcll of sulfur permeaLes the entire 
area, The ground sizzles continuously, 
sending waves ol hcat upward, 

A white patch of level ground lies just 
beyond spires of brokcn rock. No geother- 
mal activity marks this patch } which is 
bare and lifelcss. 


The white patch of ground is actuaJly a min- 
eral crust over boiling underground watcr. 
The charactcrs may circle around the patch 
by going through the surrounding rocks and 
mudpots, bul tt takes Lhcnt an hour to do so. 

If the chai acters send an animal or ihrow a 
weight of sotne son: onto ihe patch, the 
ground cracks slightly, No cracks appcar if 
the anlmal or item weighs less than 1 >000 t=n. 
If the characters try to walk across the patch, 
the first diaracter weighing Over 1 } 000 cn 


falls through the crust and into the hot water 
bdow' aftcr walking 100 fcet. 

The hot water causes Id6 points ofdamage 
per round of contact. Gharacters or animaJs 
ihat fall through thecrmt cannot climbout of 
ihe w'ater unassisted, because each attempt 
they tnake only breaks tnore of the cmst, 
Characters coutd nse magic fo rescuc a char- 
acter or animal frapped in the water. Other- 
wise. the characters should ireat the crust as 
thin ice whcn rescuing a trapped character or 
animal. 

4. INCLEMENT WEATHER 

Tdl the characters Lhat huge 5 dark douds arc 
massing on a distant horizon. The clouds 
approach rapidly, driven bv a howling wind. 
The storm hits 2 hours after thc characters 
flrirt spot it T Just beforc thc storm hils t ihc 
wind dies for a moment. Even tnseets stop 
chirping. 

Rnll ld6 and refer ro TabJe 4 ro determine 
what kind of storm hits the area. Ifthe char- 
acters take precautions lo protect theinsdvcs 
before the storm hits, reduce the darnage 
given on the table by l h. 



TABLE 4 

STORMS & EFFECTS 

Die 



Roli 

Storm 

Effcct 

1 

Hail 

Id4 points of damage to 
anyonc with AC 6 or 
lower; animals siampcde if 
noi tied 

2 

Wind 

Id20 points of wind dam- 
age, tents or shdtent flai- 
tened; anything not 
fastened blows away 

3 

Rain 

llash flood washes al] light T 
unattached items away, 
and causes heavy itcms to 
fjink out of sight 

4 

Sand 

Id4 points of damagc 
onless characters take 
shelter 

5 

Thunder lightning bolt falls nearby; 

caeh charactcr must make 
saving throw vs, breath 
attack or takc 6d6 pointsof 
damage; surcesstu) rhrow 
reduces damagc lo 3db 

6 

'Ibrnado 

tomhmr rain and wind 
effects 


Charactcrs cannot outrun stiirms. If they 
rake cover in deprcssions t ihey are likdy to 
survive high winds or lornadoes. Depressions 


may uot be gond protection tVom flash tloods. 
however. 

If characUTS iry to travd during siorms, 
reduce their rates of mOvement as you see 11L 
Cur characters’ visibility by haJf in thts situa- 
tion as wdl. Storrns may last ldti hours; the 
hcight of a storm lasts 2dl2 mirtuies, 

5. HEAT FLAGUE 


Humid breezes blow across the land as the 
sun beats down relentlessly. The air is 
thick with moisture; lts stifliog heai and 
heaviness tnakc cvcry attion a majnr 
cffort—even breathmg. 


If thc eharattcrs drink salty water or eat extra 
salt in their meaia, they teplace the salt thpy 
losc through perspiration whtlc in thts area. If 
rhccharacters take in no salt, each must make 
a saving throw vs. dragon breath. Characters 
w r ho fail thcir saving throws contraet heai 
piague. Any animals that accornpany thir 
charactcrs arc alsu affected by the hcat 
plague. 

The aytnptoms of heat plague includc 
blurrcd vision, dizzy spclls, and shorttiess of 
breath. 4’he symptoms last ft>r ld4 hours, A 
hcat'plagued tighter suffersa -2 penalty Lo his 
hit rolls. Any monstcr that attacks a licat- 
plagucd character gains a +2 hit roll bonus. A 
cure dtsease spell remedies thc efTeets of hcat 
piaguc. 

6. IMPERfAL MISSION 

This cncrmnter shoukl occur only once. 
Gharactcrs may alrcady have searched for the 
cxpedition dcscribed here (sec sct location 
eneounter G). 


Just ahcad, a gmup of 12 men moves 
slowly ovcr a low hill of grass. Twt>oxcarts 
accompany the men, who are moving 
toward thc wett, Thc group appears u> bc 
wcIJ armed and provisioncd. 


The men do not spol thc characters t unlcss 
ihe charatters try to get iheir attcntion. The 
men do not appear to be traders or bandiis 
In lact T they are mcmbcrs of an expcdition 
party sent by an arisiocratit family of ihe 
Kingdom of Ierendi to lind a short route 
across thc Ncck Grasslands. Eleven of thcse 
scouts are human warriors. A human swash- 
bucklcr leads thc party. 

Warriors(2nd level bghtcrsj: AC 7; HD 2; hp 
9; MV 12(1' (40'); #ATi;Dl-6 ur by 
sword; Save F2; ML 8; AL N 
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Swashbuckler (5th leveJ fighter): AC 5; HD 
5; hp 32; MV I20 J (40'); #AT 1; D T6 
orby two-handed sword; Save F5; ML 
9; AL N 

If the characters approach the men in a 
friendly manncr t the mcn speak in Common 
and offer to share their provisions with the 
characters. They teli thc characters that thcir 
employer sent Lhem by ship to Serpent Fenin- 
sula to find another short route across the 
grasslands so a new trade route could be set 
up. The Kingdom of Ierendi, they say, no 
longer wants to use the expensive Necklace 
route across the isthmus. 

If the characters are specifically searching 
for this expedition (see set location encounter 
G), remind the piayers that their characters 
agreed to either escotl the expedition back to 
its parent ship t or to send word of the expedi- 
tion's status to the ship T s captain. 

7. DRENCHING RAINS 


Huge thunderheads tower over the hori- 
zon and move rapidly closer. Lighming 
flashes and thunder echoes against the 
hills as the storm approaches. 


A severc tropicaJ downpour movcs in ld4 
hours after the characrers first spoi thc thun- 
dcrheads. The storm lasts for ld4 hours. 
During this tlme T cut each characteris move- 
ment ratc and rangc or vision in haJf The 
watcr from the raln carries away anylhing 
thai h light and unattached. Ail heavy itcrns 
sink in the mud. 

8, SWAMP SICKNESS 

After thecharacters have been in this area for 
a while, tell them that rhey begin to Fecl sick 
to their stomachs, They also develop mild 
headaches, 

The heat and moisture of the tropics pro- 
duce a hreeding ground for diseases. Every 
time characters move through a sw&mp or 
jungie, there is a chance that thcy comraet a 
disease. Jdave each character make a saving 
throw vs. death ray Characters whose saving 
ihrows faiJ takc ld4 points of damage from 
the sickness, 

9. SCAVENGER PARTY 


Twcnty lizard men, armed vvith spears, 
shamblc forward. Each carries a net and a 


sack. They appear to be preoccupied, and 
do not investigate the area around thcm. 
They only Jook forwand. 


Lizard Men (20): AC 5; HD 2*1; hp 10; MV 
60' (20 ); #AT 1; D 1-6; Save F2; ML 
12; AL N; XP 25 

The lizard meu are headed toward the city of 
Quagmire. They do not see ihe characters. 

The characters may try to outrun the lizard 
men, hoping to head them oJT before chey 
reach the city, 

If the characters make too much noise as 
they stalk the lizard men (even if they speak 
in a whisper), the tizard men hear them and 
stop, Thcy brcak into two groups of 10 lizard 
men cach and cirde around, hoping to trap 
the characters between thc two groups. 

If the lizard men capture a character, or if 
thcy forcc him to smrender, they net thc char- 
actcr t search him for food and treasure, and 
thcn carry him toward theircamp. The lizard 
men f s camp is Jocated ort East Fang Cape. 
Thc captured character is set asidc to **take 
part” in the victory feast the lizard men have 
planned to celebrate the eventual fal) of 
Quagmire. 
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10, THAT SINKING FEELING 


Leaf debris and spotiy growths of Jive veg^ 
etation mark the surface of the ground 
hcre. In some pJaces t a thm Jayer of watcr 
covers the soggy ground. Roots and vines 
seem to stretch ootward, sJithcring across 
thc land and through the smalt puddleB. 
The ground grows softer with each stcp. 


If characters take the time to probe the 
ground ahead t they are able to find firm foot- 
ing around thtr sofl grountJ. 

If a character steps forward into the sofl 
ground without taking any prccautions, thc 
carth begins to slowly swallow him. A charac- 
tercannot cscapc such a trap without the use 
of magic or without the help of other charac- 
ters. A trapped character does not know how 
deep the subsurface ts until he reaches bot- 
tom. 

RoJi percentiJe dice and refer to Table 5 to 
determme what kind of subsurface the char- 
actershave come upon. RoH the dice again to 
dcterminc thc subsurface T s maximum depth. 
Each subsurface has a Jixed sinking rate listed 
on thc tabJc. 


TABLE 5 

SUBSTJRFACES 

Dice 

Sinking 

Max. 


Boll 

Subsurfaee 

Ratc* 

Depth* * 

01-50 

Mud 

I/ 2 

1-3 

51-79 Quicksand 

1 

1-12 

80-94 Dangerous 




Quicksand 

1 Va 

1-12 

95 

Giant Amoeba 

2 

5-30 

96 

Black Pudding 

2Va 

5-30 

97 

Gelatinous 




Gubc 

2 

M0 

98 

Gray Ooze 

2Va 

1-3 

99 

Green SHme 

2'h 

1-3 

00 

Ochre Jclly 

2 

1-12 


* in feet pcr round; if the victim struggles, 
doublc Lhc sinking rate 
* * in feet 


Monstcrs: Characters may encounter 
motisters while rhey are trying lo deaJ with 
the murk in this arca. If thc subsuriace is 
mud, there is a 75% chancc that a wandering 
monster appears. If thc subsurface is quick- 
sand, thcre is a 50% chance that a wandering 
monater appcars. If the subsurface is danger- 
ous quicksand, ihere ls a 25% chance that a 
wandering monster appears, No monster 
appcars if any other subsurface is rolled on 
Tabie 5. 


11. SANDY SHGRELINE DEBHIS 


Thc water has stranded pieces of drift* 
wotni and dried seaweed along the shore 
here. Worthless shells, rotring fish t and 
uprooted plants are scattered along thc 
sand. 'J'he genrle rippling of waves is ihc 
only sound. 


Roll ldl2 and refer to Table 6 to determine 
what other items the charactcrs find lying 
along the shore* 

12. FLOATING FLOTSAM 


The coast rises and fahs in the distance 
with the ship’s bobbing. Sea birds whed 
ovcrhead as the ship draws closer to the 
shordine. A flyingJish occasionally glides 


pasi the ship. racing it through the waves, 
Thcsc saity waters abound with hsh. 


Roll 1 d J 2 and refer to TabJe 7 lo dctcrmine 
what type or flotsam the charactrrs fmd float- 
ing around rheir ship. 

13, AMBUSH FARTY 


Murkv puddles flood rhc ground in Lhis 
area. A low gurglc riscs from behind a 
thick stand of bushes 50 feet ahead 


If the characters stup to Hsten, they hear a 
momcnlary hissing sound corning from the 
bushes. A band of 10 lizard men is hiding in 
the bushes, prcparing to ambush the charac- 
ters as soon as they draw near The crcatures, 
in groups of five, plan to attack both the front 


TABLE6 

SANDY SHORELINE DEBRIS 


Die Die 

Boll Dcbris Found Roll Debris Found 


J Worthiess seaweed mixed with green 
slime: AC can always bc hit; HD 
2**; hp9: MV3 r (1 r ); #AT 1; Dspe- 
cial; Save F1; ML 7; AL L; XP 5. 

2 Pirate skclcton buricd in thc sand 
(AC 7; HD 1; hp 5; MV 60' (20'); 
#AT 1; D 1-6 by rusty sword; Save 
Fl; ML 12; AL C; XP 10), 

3 Rotting wooden box containing td20 
ancient goJd pieces + 

4 A sealed bottle comaining a parch- 
ment note from Molariah, rulcr of 
Quagmire. The note is identical to 
the one the characters received at thc 
start of ihc adventure. 

5 A wrecked nativc war canoe, holding 
ld6 shrunken heads. The canoe can- 
not be repaired but does provide I 
day J s worth of firewood. 

6 A trail of a tailprint and webbed foot- 
prints left by a lizard man. The trail 
leads in thc dircction of Quagmire, 

7 A recentJy coustructed sand castle of 
Quagmire. The structure depicts 
rafts attacking from East FangCape, 

8 A crusty anchor weighing 150 
pi>unds. A rigid, 20-fool length of 
chain is attached lo the anchor. The 
rusty chain weighs 50 pounds. 


9 A mound oJ sand. 3 feei in diameter, 
II' chararters dig into the mound, 
they find 30 newly*laid sea turtlc 
eggs. Characters may eai thcse eggs. 

10 A large, empcy conch shell wonh 10 
gp. The first character to hold thc 
shell to his ear hcars a chanting voice: 

tl Seek a shell, unhkc thc one you 
hold; 

By sailing north t to where vouVc 
told. 

From Wcst Fang follow coast to 
river first; 

In tidal poo) Jloating, slake not 
yOur thirst. 

Rescue nte from my tiny sea, and 
diree tasks shall 1 do for ihee. 11 

Characters may fmd the answer to 
this puzzle by going to set Jocation 
encounter I, 

IJ Dead giam marauder jedlyfiah 
stranded on the beach. This dried- 
out creaturc is 10 feet acnoss and has 
40 tentacles. Evcn though the crea- 
ture cannot attack, it inflicts ld6 
points of damage on any character 
who touches one oT iis tentacles. A 
character touching ihe creature must 
also makc a saving throw vs. paraly- 
sis or be paralyzed for Jd6 rounds. 

12 A prirrmive, 20-foot-diameter tlshtng 
net T rimmed by wooden Doats. 
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TABLE 7 



FLOATING FLOTSAM 


Dic 

Die 


Rull 

Flotsam Found Roll 

Flotsam Found 


{30'}; #AT J claw; D 1-8; Savc Fl; 
ML 12: ALC; XP 20). 


1 A bcd of grecn kelp ? edible but nnt 
lasty. Tbe kcip cquals 2d20 ratiom. 

2 A light greeu berd of seawecd. ITchar- 
acters come within 40 leet t they Fmd 
that it is actually grecn slime (AC can 
always be hit; HD2**;Jip9; MV 3' 
(1'); #AT I; D speriaJ; Save F!; ML 
7; AL L; XP 5). 

3 A sealcd bottle containmg a parch- 
ment note from MoIariaJ-q ruler of 
Quagmire, The note is identical to 
the one the characters reccived at the 
start of the adventure, 

4 An ernpty lifeboat. 

3 Six dves cbnging to a ship's mast. TT 
characters rescue the sailors f thcy tel! 
of a giant octopus thal erushed their 
sailing ship while ihey were on their 
way to rescue the good peoplc of 
Quagtnire. They have a botlle ihat 
contains a parchmcnt note idemical 
to the one the characters reccivtd at 
the start oi the adventure. The sailors 
are first level elves. 

6 A wooden barrel cotitaining 20 
rations of fresh water 

7 A man floatingon a plank. He waves 
his arms to signal thc characters, but 
he does not vell. He is aetuaiiy a zom- 
bie (AC fL HD 2; h P 9; MV 90 r 


artd the rear of the character's party, The liz- 
ard men attack no matter how many charac- 
tcrs and N'PCs are in the characters’ parry. 

Lizaitl Men (10): AC 5; HD 2+1; hp 10; MV 
60' (20'}; #AT l; D Lfi; Save F2; ML 
12; ALN; XP 25 

These creatures are armed with clubs. 

Thecharacters may outnm the Jizard men by 
fleeing ro the right or left T ralher than forward 
or backward. Thc charactcrs inay also sneak 
around behind the bushes and surprise the 
Eizard men. 

If tlie lizard men capture a character, or if 
thev force him lo surrender, they net the char- 
acter f search him for food and treasure, and 
then carry him toward their camp. The lizard 
men’s eamp is located on East Fang Cape. 
The captured character is set aside to “take 


8 A coconut floaiing on thc waves. The 
milky Jluid and lining inside the shell 
is worrh 1 ration. 

9 A 2-inch-thtck, 6-foot-long wooden 
staff. This is a staff ofhealwg, which 
only clerics may use. 

10 A 3'foot’diameter, wooden wagon, 
wheel + Characters may use it for 2 
hours' worth of firewood. 

I l A smali f uncharted tropical isle, 
approximatdy half a milc in diame- 
ter. Turtles, sea birds, and musHcls 
Hve here, and tnay servc as 2d20x5 
rations Ibr Lhecharacters. Each hour, 
the isle drifts J mile further away 
from thc coasiline. Characters can- 
not detect this movement at ftrst. 

12 A bJack Film covering the water 
aliead ofthe boat. Ihe film stretches 
for half a mile in each direction. The 
film is a erude oil spill. Characters 
may avoid the spill by turning their 
ship at least 90 degrees from their 
current direction and sailing at least 
1 mile in a new direction, If the oil is 
ignited, it burns for a week. A ship 
caught in an oil fire sufters 2dl2 
points ofhull damage per round. 


part” in the victory feasr the lizard men have 
planned to celebrate the eventual fall of 
Quagmire, 

14. SCORCHED PREY 

This encounter shotild occur on!y cmce. 


A few hundred yards m the distance, scav- 
enger birds circle over a tiny speck in the 
rocky wasteland. The speck draws slowly 
doser. It is a humari being, From time to 
time, the rigure stops dragging its feet fot' 
ward and collapses, When this happens, 
the huge birds call out lo each other and 
swing lower in the sky. The Hgure man- 
ages to pull itself up and crawl forward, It 
is an unarmed man. 


If the characters approach the man t they fmd 
that he is close to death. Cuts and brutses 
cover much of his body. His clothes are mm 
and dirty. 

The man is lying on the ground when the 
characters draw near, Slowly, he raises his 
head and tries to crawt a few more feet + He 
does noi notice the characters until they are 
standtng just before him, 

Dying W'arrion AC 9; HD 2; hp 6; MV 
60'(20'}; #AT 1; D 1-4 bv bare 
hands; Save F2; ML5; ALN 

The man ts extrcmdy grateful to thc charac- 
tcrs if they trv to hdp him, If ihe characters 
osk, the man tells them that his name is 
Gasker, and that he is a messenger from the 
city ofQuagmire. If characters ask what he is 
doing in this wasteland, he answers them in a 
slow, uneven voice. 

“I was on my way to Pramayama by raft 
w r hen I was hit by strong winds, My raft 
broke up, and I drifted into Sea Gamd. J 
rode my horse, Blazer. fVom there T takingher 
across the Barren Plain, She died where the 
Silt River spliu in two. I’ve Gome far, fricnds, 
but Tm afraid I won T i reach Pramayama 
now. I’ve failcd lo complcte my mLssion/* 

If Lhe charatters ask Gasker about his mis- 
sion T he telis thcm about thc sinking city of 
Quagmire and its search for rcscuers. If the 
charactcrs tcll Gaskcr that ihcy arc hcaded to 
Quagmire for just that purpose, his eycs 
brighten considerably 

1( Bless you r brave ones. 1 only wish I could 
help, I did leave bchind a potion of swimming 
and a pouch of gemstones in Blazer’s saddk- 
bags. 1 figured 1 wouJdn’t nccd any of tlmt 
out here—it would just weigh me down. lt T s 
yours if you find it, 1 " Gasker removcs a ring 
from a thong banging amund his neck and 
hands it to the nearest character (determine 
randomly, if necessary). “This is a ring of 
water adapfarion ” he tells the character. 
(t You may need it, If you take me to riviliza- 
tion whcrc I can hcal, I T 1I happily go with you 
to Quagmirc. Tll even lead you to Blazeris 
saddlebags.” For a dcscription of the ring, 
tum to thc New r Magic Itcms in the Appen- 
dix. 

If the characters do not tell Gasker that 
they are headed for Quagmire, he asks if they 
will take him to civtlization. where he can be 
healcd and can recruit a party of rescuers. 

Gasker also ceUs the characters, “Another 
tnessenger named Lemiwol was sent to Tana- 
roa. He traveled along the islands easi of 
Thancgia. I hope hc made it. T1 

If you want t you tnay have Gasker join the 
characters as an NPC. When ht has bcen 
fully heafed, his statistics are: 
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Healed Warrior-. AG 9; HD 2; hp 9; MV 
120' (40'); #AT 1; D i-8 by sword; 
Save F2; ML 8; AL N 

15- PERSONAL SERVANT 

This encounter should occur only once. 


A few feet ahead, thc bottom of a largc t 
heavy-Ipokmgceramic jug sticks out of the 
ground. 


If the characters dig up Lhe jug, they find that 
ii feels empty. There is no wriiing on the jug. 
It is ahout 3 feet higlu VVax and strips of mctal 
seal the jug's stopper. 

The jar is a magic cfrvcti bottie. If Lhe char- 
acters hreak the seal and pull out the stopper, 
a puff of smoke snakes out of the bottle and 
slowly lakes the form of an efreeti, The efreeti 
has come forth to serve whoever opened the 
jug. The efreeti promises to act as that char- 
acter’s faithful servant for 101 days T oruntil it 
is slain. After its term of serv'ice has ended, 
the cfreeti returns to its home (the fabled city 
Of Brass nn the demental piane of ftre), 

The efreeti serves only the character whf> 
npened the bottle. If several eharacters 
opened the bottle at onee, r<i|J randomly to 
delermine who becomcs the efrecti's master. 

If its tna&ter is killcd, the efreeti vanishes 
immediately, even if Lhe master is later 
brDUght back to life. 

16* CAMEL HERD 

A herd of carnels lopes along a low hill in the 
distance. Thc camds do noi flee as ihe char- 
acters approach. Rather, they stop and stare 
at vou. 

Roll 2d4 to dctcrrnine how many w ild cam- 
els are in the area. Gharacters cannot ride 
wild camds, but they may sell them in Sla- 
govich, Sea Camd, or Mule Beach* If the 
characters try to capture the cameh, refer to 
rhe Captviring Wiid Animals rules in the Pre- 
paring for the Expedition section. 

Camds (2-8): AC 7; HD 2; hp 9; MV 150' 

(50'); #AT 1 bite/1 hoof; D 1/T4; 

Save Fl; ML 7; AL N; XF 20 

The camek stampcde away in the opposite 
dircction as soon as the eharacters make any 
loud noise, produce a bright Qghl, or come 
wilhin 250 feet of them. 

17* WILDHORSES 

A hcrd ofwitd horses runs along a low hill in 
the distance. The horses do not ilee as ihe 
characters approach. A few gallop in wide 
circles around the characters, whik others 
simply stop and stare. 


Roll lOdlO xo determine how many wild 
horses are in the area. Characters cannot ridc 
wi)d horses, but (hey may sell ihem in Sta- 
govich, Sea Camel, or Mule Beach. If the 
characters try to capture the horscs, refcr to 
the C&pttiring Wild Animals rulcs in the Pre- 
paring for the Expedition scction. 

Wild Horses (10 JOO}: AC 7; HD 2; hp 9; 
MV 240 r (80'); #AT 2 hooves; D 1-4/ 
1-4; Save Fl; ML 7; AL N; XP 20 

The horses stampede away in ihe oppositc 
direction as soon as the characters ttiake any 
loud noise, produce a brighi light, or comt- 
withtn 250 feet of them* 

18. MULE HERD 

A herd of mules meanders along a low hill in 
the distance, Thq mules do not flce as thc 
characters approach. A few of the inules wan- 
der curiousJy toward rhe characters. Theoth- 
ers simply ignore the characters. 

Roll 2d6 to determine how many wild 
niules are in the area. Characters cannot ride 
wild mulus-, but they may sell them in Sla- 
govich, Sea Camel, or Mule Beach. If the 
characters try to capturc the mules, refer Lo 
the Capturing Wild Animals rules in the Pre- 
paring for thc Expediuon section. 

Mules (2-12): AC 7; HD 2; hp 9; MV 120' 
(40' ); #AT 1 kick or 1 bite; D 1-4 or l- 
3; Save Fl; ML 8; AL N; XP 20 

Tlie mules stampede away in the opposite 
direclion as soon as the characters make anv 
loud noise, produee a bright light, or comc 
w'ithin 250 feet of them, 

19- GRAO GRASS 


Scorcs of hleached animal skeleLons lie 
arnong the 4-foot-tall grass jusi ahead- It 
appears as if all of rhe auimals just lay 
down and died on the spot. 


Characters may avoid the area ofskdetom by 
circling 100 feet around one side or the other* 
Grab grass takes hold of any character who 
w r alks within 5 feet of any skeleton. 

Grab Grass: AC 9; HD I per 5-foot-square 
area; hp 4 per 5-foot-square arca; MV 
0; #AT I; D sped&l; Save NM; ML 12; 
AL N; X? 10 

For a complete descriptkm of this 'Treature,* 1 
turn to the Appendix. 

A wandering monster appears at the instant 
the grab grass takes hold pfa character. 


20* KILLEH TREES 


Hundreds of animal bones lie scaltered 
bcncaih a 3tand of irces jusl ahead. 


The Lrecs here are auually 12 killer trecs. 
Characters may avoid the area of bones by 
drding 150 Feet around one side or the other. 
Ifany character comes within 1,0 feet ofone of 
the bones, the nearest killer tree uses one of 
its 20-foot-long tentaeles tr> reach our and 
grab ihe eharactcr. 

Killer Trees (12): AC 5; HD 6; hp27; MV 8: 
#AT 4 limbs/1 mouth; D 0/ 3-18; Save 
F3; ML 12; AL N; XP 275 

For a completc tlescription of ihese creatures, 
turn lo the Appendix* 

21. SLAGOMAJNN CORRALS 


Three large anlmal corrals and thrce 
bams Stand at the edge of lown. Wild 
horses, earnels, and mules run along the 
corral fenccs . 


Roll 2d6 to determmc how many animals are 
in each corral. Inside each bam arc ld6 of 
eaeh animal typc tamed for ridlng. All of 
these animals are for sale, An agent of Bon- 
dee Slagnmann, the man who own$ thesc cor- 
rals, happily sells you an ovcrpriced steed, 
He alsn happily buys any horses, mules, ur 
camels you bring in (for a very low price* of 
course). 

If characters ask the agcnt where they can 
fmd wild horses* he says* 11 You can fmd large 
horse herds out there in thc Bush Gountry or 
alung the Ncck Gr&sslandsT Ifch&racters ;isk 
him alxiut wild mulcs t thc man snorts and 
says, 44 Them animals and me T wc don/t gct 
along. But if you watu somc for yourself, go 
to thc Buming Waste or down to the Rivcr 
Hills.’ 1 If characters ask htm about wild cam- 
ds T he stniles and says, iJ Ah T thc fine.st beast 
of burdcn for these parts T I tdl you. *Ships of 
thc desertl You can find camels out at thc 
Twin Oases, about 2 weeks from herc. Some 
say there’s camels in ihe eastern Sind. Now 
thcre'ii a good hot plaec to stay away from! ’ 1 

Tf diaracters ask the agem whcrc the Twin 
Oases are, hc tells them that they lie in the 
westem Sind. 

22- MAGIC MONGERS 


A caravan of eight merchant wagons 
stands besidc the trail hcre. Two oxen are 
hooked up to each wagon, Several tables 
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are sei up around the wagons. Each is 
loaded with at least 40 items. The prices 
on the items range from 300 to 1,800 gp 
each. 

A sign has been painted on thc side of 
each wagon. The signs read, from thc 
front of ihe caravan to thc back r "Magical 
Swords For SaJe" ‘‘Wcapons for thc Dis- 
crimmating Master (No Swords Here), Tl 
ll Super Armor and Infallible Shields” 
“Magic Potions at Low Costs” “Scrolls 
Guarantecd Not to be Cursed" “Power 
ful Rings of Various Uses/ , “Slightly 
Useti Wands, Staves, and Rods,” and 
“Miscellancous Magic Items" 


Qnly onc item on each of the tabies b magi- 
cal. Characters may use tferea mag/c to tell 
which of thc items is gemiine. Qtherwisc, 
there h only a 3% chance per table that a 
character chooses the one magkal itcm ai 
random. The rest of the items are fake look- 
alikes. Becausc of this T many nornial Jtems on 
these tablcs have wildiy inflated prices. Ghar- 
aciers may stdl their possessions to the magic 
mongers manning fhe tables at normal 
prices T but the mongers are unwilling to sell 
anything on their tables at anything less than 
thc inflatcd prices. All items listed on the 
Trade Items Chart cost 3d6xIO0 gp cach. 


TRADE ITEMS CHART 

Item 

Expert 

Subtablc 

Swords 

a 

Other Weapons: 

b 

arrows, axe t bow, dagger, 
mace T quarrels T sling, 
spear t war hammer 

Armor and Shidds: 

c 

leathcr armor, chain 
mail armor, plate mail 
armor T shidd 

Potions 

d 

ScrolU 

c 

Rings 

f 

Wands/ S ta ves/ Rod s 

g 

Miscellaneous Items: 

h 

amulet, bag, boots, bottle T 
bow| T brarier, broom, 
carpet, censor, doak, 
crystal ball, drums, 
gaumlets, girdle, hdm, 
hom, medallion, mirror, 
rope t scarab T stone 



Tb dctcrmine which item on a table i$ mag- 
ical, find the item category fora specific table 
on the Trade Items Chan, The subtable 


entries on the chart correspond to the subt- 
ables on p. 36 of the Expert ruiebook. Roil 
perccntile dice on those subtables to deter- 
mine which spccific item on one of the magic 
mongers' tables h magicah 

Tf characters ask for an itcm not listed on 
the chan, they are able to get the item from 
t he mongers at the prices listcd on p. 19 of the 
Expert rulebook. 

The magic mongcrs try to convince the 
characiers thai all items on the tables are 
magical, but that they don’t know how to 
activate them. The mongers haggle on the 
price of any item that they know is noi actu- 
ally magical. 

23, STILT VILLAGE 


A small village stands beside thc water a 
few hundred yards ahead- The huts of the 
villagc stand on 3-foot to 9-fooT-high stihs 
The huts are made of pairn branches and 
mud. Canoes are tied to the stilts of all of 
the huts. Smoke circles through holes in 
the hut roofs. 


A band of narives lives in this village. Roll 
ldlO and multiply the result by 30 to deter- 
mine how many natives live here. 

The natives do not notice the characters 
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TARLE 8 

ROCKY COASTLINE DEBRIS 


Die Dic 

Holl Debris Fotind Roll Debris Found 


unless thc characters draw attenlion to them- 
selves. Thc characters may pass the village 
undetccted by coming no closer than 300 leet 
to ihc village and by moving under ihe covcr 
of vegetation. 

II the characters auack, thc nativcs defend 
themsclvcs. If the characters art fricndlyj the 
nativcs are friendly in rctum ( 

The natives are wiiling to rrade for gem- 
stones and normal items or animals, but they 
do not accept money. The natives do not 
understand the concept of coinage. If the 
characters try to trade an item that is obvi- 
ousiy magic, there is only a 25% chance the 
natives accept it, 

The natives of each village rhe characters 
viisi! ail speak thc iiame language, bul cach 
village has its uwn particular dialect. You 
should also tell the characters that t as they 
travel upriver, rhey notice thar rhe naiives 
almost always build their vtllages on the left 
rivcr bank. On the right river bank facing 
cach village is a bumcd-out ceremonial clear- 
ing litiered with thc charred remains of the 
villagc's dead. 

Natives (30-300): AC 9; HD 1-1; hp 4; MV 
120' (40'); #AT I; D 1 -6 or by weapon; 
Save Fl; ML 7; AL any; XP 5 

24, ROCKY COASTLINE DEBRIS 


The water has strandcd pieces of drift- 
wood and dried seawccd along the shore 
herc. Worthless shells, rotting fish, and 
uprooted plants are scattered among the 
rocks. Thc gendc rippling of waves is the 
only sound. 


Roll Id 12 and refer to Table B to detcrmine 
what oiher items ihe characrers dnd lying 
along the shore, 

25, THE FIIGH SEAS 


The water seems to stretch forever, rolling 
out to where the sea and sky meet at fhe 
horizon. Their colors seem to mingle, 
UJiti! it is impossible to distinguish ihc 
two. A sea hird occasionally wheels ovcr- 
head, breaking the siience with its 
squawk. Flving fish sometimcs glide past 
the ship T racing it through the waves 
These salty watcrs abound wiih Jlsh, 


RoI3 ld!2 and refer to Table 9 to determine 
what encounter the characters have on the 
high seas . 


1 Worthless seawet'd mixed with green 
slime: AG can always be hit; HD 
2**; hp 9; MV3' (D); #AT 1; D spe- 
cial; Save FI; ML 7; AL L; XP 5. 

2 Piratc skelcton buricd in the sand 
(AC 7; HD I; hp 5; MV 60'(20'); 
#AT 1; D f-6 by rusty sword; Save 
Fl; ML 12; AL C; XP 10). 

3 Rotting woodun box contamtng Id20 
ancient gold pieces. 

4 A wreckcd t 3-foot-long ship's figure- 
head that is actually a wood golem 
(AC 7; HD 2-2*; hp 13; MV 120' 
(40'); #AT 1 6st; D 1-8; Save Fl; 
ML 12; AL N; XP 35). 

5 A sealed bottle containing a parch- 
mcnt note from Molariah, ruler of 
Quagmire. The note is identical to 
the one the characters rcceived at thc 
start of the adventure. 

6 A wrecked nativc warcanoc, holdirig 
ld6 shmriken heads. The canoe can- 
not be repaired but does provide I 
day's worth of flrewood. 

7 A 10-foot-dccp tidal pool t which is 30 
fcct in diarnctcr. The pool contains 
starfish, three edible sea urchins, six 
edible mussels. and gray ooze (AC B; 
HD 3*; hp 14; MV !0 ; (3'); #AT I; 
D 2-16; Save F2; ML 12; AL N; XP 
50), 

8 A 15-foot-long, bcachud whale skdu- 
ton. Its white ribs curve toward thu 


sky Characters may use the ribs fo 
build a shdtcr, If ihe charactcrs dig 
up thu whaltds skuD, fhey fmd a 200- 
pound ivory tusk warth 4.000 gp, 
Thu whalc was a narwhal. 

9 A crusty ancbor weighing 150 
pound.'i, A rigid, 20-ffw>l length of 
ehain is attarhed ro the anchor. The 
rusty chain weighs 50 pounds. 

10 A large, cmpty conch shdl worth 10 
gp. The firsi rhararter ro hold thc 
shell to hisear hears achanting voice: 

“Seek a shell, unlike the one you 
hnld; 

By sailing norih, to whcre youTe 
told. 

From Wcst Fang follow coa$t ti> 
river first; 

In tidal pool floating; slake nol 
your thirst. 

Rescue mc frorn my tiny sca, and 
threc tasks shall I do for thccT 

1 I Dead gfout marauder jcllyfish 
strandcd on thc beach, "Fhis dried- 
out ereature is 10 fect aeross and has 
40 temadcs. Even though the crea- 
ture eannot attack T it inflicts Idh 
poims of damage on any charaetcr 
who touches one of its tcntades. A 
charaetcr who louehcs thc ereaturc 
must also make a saving throw vs. 
paralysis or bc paratyzcd for ld6 
rounds. 

12 A primiiivc, 20-foot-diameter tishing 
net, rimmed by wooden floats. 
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TABLE 9 

HIGH SEAS ENCOUNTERS 


Dic 

Die 


Roll 

Encounter EoH 

Encounter 


The captain (or navigator) tnysteri- 
ously disappcars frotn dic ihip. 


1 A sperm whaJe, locked in a battle 
with a giaru squid, smashes into ihe 
bottom of the characfers' ship, caus- 
ing 2dl2 points of hull damage. 

2 Thc ship strikes an uncharted sea’ 
mount, which causcs 2d20 p>irns of 
huO damage and throws Iwo mcn over- 
board. The men are not injured, but 
they do attract a wandering monster, 

3 A sealed bottle containing a parch- 
mem from MoJariah, the rulcr of 
Quagmirc floats by. The note is idem 
tical to thc one the characters 
received ai the start of the adventure. 

4 A lifeboat manned by a human and 
an elf floats into view. If characters 
rescue them, the two tell how iheir 
ship T s crew mutinied and set them 
adrift. The man is a captain. The elf 
is a navigator. 

5 A shipboard fire destroys thc sails 
and rigging, stranding the ship. 
Rowers can move the sailing ship at 
x h speed, if the characiers have no 
spare sails aboard. 

6 Worms infesi and destroy all rations 
aboard the ship. 


Set location encounters 

(Uac DM Map 1.) 

Each of the en- 
countcrs below is 
set in a specific hex 
on DM Map 1. 
When the charac- 
ters enter a lettered 
hex, refer to the 
corrcsponding let- 
tered encoumer 
hcre to determinc 
what, if anything, the characters see in that 
area, 

Some of these encounter^ are no more than 
guiddincs to hdp you mark the characters' 
movement toward or away from Quagmire, 
When the rharacters are m a specific region 
(the Buming Waste, for example), use the 
notes given under the Wild Lands Map Key to 


8 The ship snags a huge Fishnet. To set 
the ship free, characLers must bum or 
cut the net. A storm giam thcn 
appears and demands 10,000 gp as 
payment for the damaged nct. Thc 
characters may bargain thc giant 
down to 2,500 gp. 

9 A huge wave, higher than the main 
mast, plunges down on the ship and 
causes 2d 10 points of hull damage* 
The wave also tosses ld6 crew-mcm- 
bers overboard. The wave drives the 
ship 24 miles in a random direction 
(roll ld6: l-north; 2-northeasi; 3- 
southeast; 4-south; 5-southwest; 6- 
northwest)* 

10 A freakish current causes the ship to 
end the day where it started* 

11 A doppleganger stnwaway kills crew- 
members and secretly throws their 
bodtes overboard. 

Doppleganger: AG 5; HD 4*; hp 20; 
MV 9Q' (30'); #AT 1; D 1-12; Save 
F8; ML 12; ALC; XP 125 

12 SkiJIfuI sailjng adds an extra 24 miles 
to thc distance the chanacters travel 
in d day. 


deacribe the characters" current surroundings. 

These encoumers should occur as given 
here only once (the first time the characters 
tmter rhat lettered hex). lf the characters 
leave a lettered hex and retum to it again 
Jater, alier the encounter based on thecharac- 
ters’ frrjt visit to that area. 

When appropriate, read thc boxed text to 
the players as their characters enter fhe let- 
tcred hex. 


A. LAND llOUTE 

The charaeters are on the Barren Plain. They 
see no signs of life around them. 

If the charactcrs travel north for 7 hexes 
and then east fbr 2 hexes, they reach Pramay- 
ama. If they iravel northeasi for 15 hexes and 
then east for another 14 hexes, they reach 
Specularum. 


3, SEA TRADE ROUTE 

The characters are just off the coast of the 
Barren Plain, 

If the characters traveJ the sea trade routes 
to the northeast for 9 hexes, they reach the 
mouth of the Asanda River, If they pass the 
Asanda and follow the coast for 14 hexes, 
ihey come to a poim of Jand. The characters 
may then reach terendi by lurning south at 
this point and traveling for 10 hcxes. If the 
characters continue to follow the coast past 
the poim of land, they reach Specularum 
after traveling 22 hexes. 

C. SEAROUTE 

As characters approach rhis area, they see a 
black pillar of smoke rising high into the sky 
from an island to the south. If thc characters 
are here at night, they sec a Fire buming on 
the island’s beach, The island is part of the 
Westem Thanegioih Archipelago, 

If the charaaers land on the island to 
invcstigate the smoke* go to encounter D, 

If thc characters travel easi by northeast for 
15 hexes t they reach a pnint on an island in 
the Thanegioth Archipelago. From there* 
they may reach Tanaroa on the Isle of Dread 
by traveling east for 12 hexes + 

D. MAROONED MESSENGER 

A rickcty lean-LO made of palm branches 
stands at the edge of a dearing on the shore of 
this island. A driftwood fire burrn near the 
hut. If characters go into the lean-to, they see 
a man asleep on the ground, The characters 1 
movements do not wake him. His dothes are 
tattered, and he looks very iU. He has no 
weapon. 

lf any characier makes a loud noise or 
touches the man, he awakens with a start, 

Dying Warrior: AC 9; HD 2; hp 6; MV 60' 

(20 T ); #AT 1; D 1-4 by bare hands; 
Save F2; ML 5; AL N 

The man h extremdy gratefu! if the charac- 
ters try to hdp him. If the characrers ask tlte 
man who he is, hc stands up very sjowly and 
oBers his hand to Lhe characters + 

H 1 am Lermwol. I'm a messenger from the 
city of Quagmirc. I was on a rafit sailing 
toward Tanaroa on the Isle of Dread when 
piratcs attacked me. They captured me, and 
I think they planned to sell me as a slave. For- 
tunatcly for me, I comracted some weakness, 
so instead of selling rne t dtey tnarooned me 
on ihis island/ 1 Lenuwol pauses and takes a 
long look at the characters. “Fm still weak t 
but now that you're hcre t perhaps mv mis- 
sion won't fail." 
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WILD LANDSADVENTURES 


If the characters ask Lenuwoi about his 
missioFK he telis them abom the sinking city 
ofQuagmire and its search for rescucrs. If the 
characters tell Lenuwol ihal thcy are headcd 
to Quagmire for just that purposc, he smiles 
weakly and reaches out to shake the ncarcst 
characier's hand, 

“Ah t such good souis you arc. Then thcre 
is hope. I know where the pirates' suppJy 
cachc is-—you know, it may hdp. Thcre's a 
reiurning spcar there, ant! fEOme magical 
underwatcr devices. It's alJ yours if you can 
fmd ii* but 1 could surely lcad you therc." 
Lcnuwol stretches his aching muscles. ,l ff 
you could takc mc somewhere whcre I can 
hcal, E'JI gladly go wiih you to Quagmire." 

If the charactcrs do not teU Lcnuwol Lhat 
they are headcd for Quagmire, hc asks if they 
will takc him to civilizauon, where hc can bc 
hcalcd and can recrutt a party of rescucrs. 

Lenuwol also tells the characters, 
“Another mcssengcr named Gasker was scnt 
10 Pramayama. I wondcr ifhc was success- 
ful” 

If you want, you may have Lcnuwol join 
the characters as an NPC, VVhen he has been 
fully healed t his statistics are: 

Healed Warrior: AC 9; HD 2; hp 9; MV 
120 J (40 J ); #AT 1; D 1-8 by sword; 
Save F2; ML 8; AL N 

E. SADDLEBAGS 


The Sih River w r inds north, cracking this 
empty land in two. The river itsdf splils 
here, one tributary running to the north- 
wcst T the other to rhe nonheast. 

Ferocious screams and growls risc on 
the sticky wind, A band of rock baboons is 
gathered in a dry stream bed 300 feet 
away, hunched over an animal carcass. 


If Gaskcr is wilh thc charactcrs, he recognizes 
thb area a$ the place where hb horse Blazer 
died. The roek babtxjns are feeding on the 
hor$e T s carcass, If the characters want to get 
to the horse, they must defeat or drive away 
the rock baboons. 

Rock Baboons (15): AC 6; HD 2; hp 12; MV 
120 J (40 J ); #AT 1 dub/i bite; D L6/L 
3; Save F2; ML 8; AL N; XP 20 

Il'the characiers gei the creatures aw-ay from 
the horse, they find that the hotse’s leather 
bridle, saddle* and saddJebags are StiJl inlact. 
A potion of SWJixmunjgis in one of the bags. A 
leather pouch containing five 100 gp garnets 
is in the other bag. See the Appendix for a 
description of the potion of swimming. 


F* PIRATE CACHE 


Human and dcmi-human footprintscovcr 
this sniall island. The prints crisstross the 
island from shore to shore and connect a 
number of dearings. Still-warm cookfires 
smolder in each of thc clearings. Seores of 
grave-size patches of piled stone, each 
marked by weathered strips ofleather and 
cloth t dot the island. 


There are iwo islands on DM Map I that are 
marked with an "F.” If thc charactcrs are 
with Lenuwol on thc island rnarked F in the 
Western Thanegioth Archipelago, Lenuwol 
leads them to a paich oflarge stones. He tells 
the characters thai the pirates 3 supply cachc is 
buried beneath these stones (sce the first 
Gravesite Contents entry on Tablc 10 for thc 
contents of the cache). 

If Lenuwol is not with the charactcrs, or if 
the characters arc on the island marked F in 
the Sinking Keys, the characters must dig up 
the gravesites at random iT they want to fmd 
the pirate cache. Refer to Table 10 and roll 
percentile dice Ibr each gravesite the charae- 
ters dig up, 

G. SURVEY SHIP 

A large sailing ship manned by a crew of 20 is 
anchored here, just off the coast of the Neck 
Grasslands. The $hip and crew appear to the 
characters to be friendly. The crew-members 
wave as the characterV ship approaches, but 
they do not signal for the characters' ship to 
stop, 

If the characters hail the ship peacefully T 
the ship's crew allows the characters to boartl. 
The ship is a private vessel sent by a wealthy 
merchant from the Kingdom of lerendi, Tbe 
crcw is waiting fbr a 12-member ejcpedition 
io return from the Serpem Peninsula. The 
crew-members tell the characters that the 
expedition has been gone for a week. They $et 
out to look for a new T short trade route across 
the peninsula, If the expedition can find such 
a route T the crew-members explain, the 
lerendi merchants won't have to use thc 
expcnsive Neckliice trade rOute between Sea 
Gajnel and Mule Beach. 

The crew-members are begimting to worry 
that the expedition members are dead or lost, 
The crew still has 500 iron rations and plemy 
of fresh water* but they fear that the expedi- 
tion might have run out ofprovisionsby now. 

The ship*s captain offers the characters 50 
gp and a fourth ofhis ship's rations to search 
for his expedition party. He offers an exlra 
150 gp and anothcr fourth of his ship’s rattons 
if the characters return witlt any survivors 
from the expedition. 


TABLE 10 

ISLAND GRAVESITES 

Dice 

Roll Gravesite Contents 

01-03 Pirare cache containing 50 iron 
rarions, 50 fresh watcr rations, a 
retu mingspear t a ring of water adap- 
tation^ and a potion of water brcath - 
ing (new magical items dcscribcd in 
Appendix) 

04-06 Type A treasure hordc 
07-50 Human corpse 
51-60 Elf corpse 
61-70 Dwarf corpse 
7L79 Halfling corpse 
80-85 Skeleton angered at bcing disturbed: 
AC 7; HD 1; hp 6;MV 60 J {20'); 
#AT 1; D 1-4 wiih bare finger bones; 
SaveFl; ML 12; ALQ; XP 10 
86-90 Zombie angered ai being disturbed: 
AC 8; HD2; hp 9; MV 90' {30'); 
#AT 1 daw; D 1-8; Save Fl; ML 12; 
ALC; XP 20 

91-94 Ghoul angered at being disturbed: 
AC 6; HD 2*; hp 9; MV 90' (30 r ); 
#AT 2 daws/1 bite; D 1-3/L3/1-3 + 
special; Save F2; ML9; AL C; XP 25 
95-97 Wighi angered ai being disturbed: 
AC 5; HD 3*; hp 14; MV90' {30'); 
#AT 1; D cnergy drain ; Save F3; ML 
12; ALC; XP 50 

98-99 Wraith angered at being disiurbed: 
AC 3; HD 4**; hp 18; MV 120 F 
(40 J ) on iand, 240' (80 J ) flying; #AT 
I touch; D 1-6 * energy dr-ain; Save 
F4; ML 11; AL C; XP 175 
00 Mummy angered at being disturbed: 
AC 3; HD 5*1**; hp 25; MV 60 J 
(20 F ); #AT 1 tOLich; D 1 -12 * disease; 
Save F5; ML 12; AL C; XP 575 


The characters may meet up with this 
expedition in area encounter 6. 

Explain to the charaeters ihat if they agree 
to Lhe captain’s offer, ihey must either return 
the expedition party to the ship, or they must 
send word of the expedition’s status. 

If the characters decide not to search for 
the expedition, they may buy rations and 
fresh water from the ship’s captain. 

H. STAIRWAY TO WATER 


A 15-foot-diameter circle of hewn $tones t 
overgrown with vegeiation, lies in this 
area. Inside thc circle, a 5-foot-w'ide spiral 
staircase winds downward. 
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K the characters go dnwn (hese stairs T they 
come to a tlat, stone landing resting 15 feet 
below thc ground, Tlie landing leads ea T st to a 
room shaped like a crescent mfx>n. 

A 30-foot-dcep stone wcll stands in the ee n- 
ter of thc room, Pure water fllls half of the 
well. A carving of iwo triangles rcsts in the 
east wall behind the well. The bases of the 
eqLiilateral triangks touch, fortning a dia- 
mond whose uppcr point tilts slightly to ihe 
lefl. A rough X has been carved at rhe top 
poini of thc diamond. 

This carving was made by a Yavdlom map- 
maker, The triangles show the spatial rela- 
tionship of the cjtics of Quagmirc, 
Thanopolis, and Yavdlom (naw the Sonkcn 
City), The diamond point marked by an X 
shows the proposed location of the Yavdlom T s 
fourth city. Actually, ihis well room was tn 
havc been that fourth city's first leveL The 
sinking lands of Serpent Pcninsula decimated 
the Yavdlom race» htiwcver, and this city was 
never finished, 

I, TIDAL POOL 


A 30-foot-diameter lidaj pool lies at thc 
mouth of ihis rivcr. A singlc eoconut floats 
in the center of the rocky pool. Five edible 
sea urchins and twejve edible mussels lie 
at thc bottom of the pool. 


If a character brcaks open ihe coconut, he 
rcleascs a djinni (The coconut meat, inci- 
dentally, is wortb I ration.) 

The djirmi erupts from the shell m a burst 
of smoke. As soon as it takes shapc, thc djinni 
tums tnw-ard the eharacicr who crackcd thc 
coconut shell (dctcrminc randomly if neces- 
sary), 

l( You are my liberator,” thundcrs thc djirmi 
in Common. “For you, I shall complete three 
tasks, if they are withm my power. I am yours 
to comniand, liberator!” 

Djirmi (Lesscr): AC 6; HD 7+1 * *; hp 39: MV 
90' (30') on land, 240' (8O') flyiog; 
#AT I (fist or whirlwind) * special; D 2- 
16 (fist) or 2-12 (whirlwind); Save F‘14; 
ML 12; ALC; XP 8M) 



The djinni ignores all voiccs except its libera- 
tor T a, It speaks in Common. Thc djinni trics 
to do whatevcr its liberator commands, 
within its SEven powers, li pcrforms no more 
than three tasks, Oncc the djinni has per- 
formed its tasks, it vanishes in a flash oflight 
and a clap of thunder. 

lf he wams, the character who libcrated the 
djinrii may command it to disappcar or 
rnura to its shell, 

J, SLAGOVICH 

This opulent tradingcity rises from the shore 
of ihe Westera Sea at the end of the Sind Des- 
en Caravan Track, Merchams fiil the streets, 
hawking thcir goods. The city wharf never 
s!eeps t as ships load and unload throughout 
the day and night. Slagovich is a stopping 
placc between Hule to the north and Mule 
Beach to the south. A ship cithcr arrives or 
leaves Slagovich every day, 

Camels arc evcrywherc around Slagovich, 
lf characters ask t they tind out that earavans 
Ieave weekly on 1,900-mile treks acro&s thc 
Sind Desert to Akesoli in the Republic oT 
Darokin , Other caravans wind even furthcr, 
going an extra 300 miles to Glantri City in 
the Principalities of Glantri. 

If the characters take their time wandering 
through the streets of Siagovich, teli thcm 
that they come across this advcrtiscment 
posted on a wall; "'Wamed. Wild horses, 
mules* and camels, Best priccs paid. 100 gp 
paid for wild camels. 75 gp paid for wild rld- 
ing horses, 30 gp paid for wild mules. Bring 
your roped animals to thc agent of Bondee 
Slagomann at the corrals on the outskins of 
Slagovich, Muic Beach t or Sca Camel. No 
healthy beast of burden turned away. Broken 
animals aiso sold." This advertisement was 
posted fairly recemly 

If characters have animals they waut to 
take to Mule Beach, him to them that they 
should probablv not travcl along the coast 
from this city to Mule Bcach. The wild ani- 
mals and brigandsf that livc in the nearby 
Bush Country would makesuch a trip treach- 
erous, The characters should take animals to 
Mule Beach by ship 

Because the threc dties of Slagovich, Mule 
Beach t and Sea Camd are so retnore, the cost 
of transportation bctween them is doubled. 
See p. \9 of thc Expcrt mle btxik for normal 
Jand and water transportation costs. 

K* MULE BEACH 

This dusty-brown trading villagc stands at 
the spot w'hcre thc Throat River empues into 
the Western Sca. Mtdc Beach makes up the 
west end of The Necklace, the ancient land 
trade route that separates Serpenr Peninsula 


from the continem, Because of this, Mule 
Beach is a wdl-known village. It is here that 
cargo from ships is loadcd onto the backs of 
paek animals, and vice versa, Ships arrive at 
or lcave the village wharf every other day. 

Horses, camds, and mules stand all 
around this village, waiting to be loaded or 
unloaded. Caravans leave every other day for 
Sea Camet, whichlies at the other end t>rThc 
Necklace. Characters can walk The Necklace 
in 6 days. Therc is no charge to join a caravan 
that travels Thc Necklace, but anyone w r ho 
joins must provide his own transportation, 
food, and water. Those who join such a cara- 
van must also help dcfend the caravan if it is 
attacked. 

Ifthe characters take their tjme wandering 
through the sfreets of Mule Beach* tell them 
ihat they come across this advertisemem 
posted on a wall: ' l Wanted, Wild horses t 
mules, and camds. Best prices paid. 100 gp 
paid for wild tamels. 75 gp paid for wild rid- 
ing horscs. 30 gp paicl for wild mules. Bring 
your roped animals to the agent of Bondee 
Slagomarm at the corrals on the outskirts of 
SJagovich, Mule Beach, or Sea Camel. No 
heallhy beasi ofburden turned away Broken 
animals also sold/ s This advertisement was 
postcd fairly recently 

If characters have animals rhey want to 
takc to Slagovich, hint to them that thcy 
should probably not travel along rhe coast 
from this city to Slagovich. The w r ild animals 
and brigands that live in the nearby Bush 
Country would make $uch a trip treacherous, 
The characters should take animaJs to Sla- 
govich by ship, 

Berause rbe rhree cities of Slagovich. Mule 
Beach, and Sea Camel are so remote T tlic cost 
of transportatiori beiween them is doubled, 
See p. 19 of the Experi rule book for normal 
land and water transportation costs, 

L. SEACAMEL 

Tliis solitary jewel of a city rcsts on the shorc 
of its own gulf, Its white walls and red-tiled 
roofs greet sailors from the Sea of Dread and 
weary traders from The Necklace. This riny 
dean village has an cxcellent, deep harbor. 
Ships arrive at or leave its docks every other 
day 

Horses, camels, and mules graze on the 
village green T waiting to bc loaded with ship 
cargo. Garavans of pack miimals leave for 
Mulc Beath every other day T When a caravan 
is not ieaving, one is atriving. The trip across 
The Necklaee lasts 6 days. 

If the characters take their time wandering 
through the streets of Sca Carnel, tell them 
that they comc across this advertisement 
posted on a wall: "Wantcd, Wild horses, 
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mules* and camds. Besi prices paid. 100 gp 
paid for wild camels. 75 gp paid for w ild rid- 
ing horses, 30 gp paid for wild mules, Bring 
your roped animals co the agent of Bondee 
Slagomann at the corrals on the outskirts of 
Slagovich, MuJc Beach P or Sea Camel. No 
healthy bcast of burden tumed away. Broken 
animafs also soldThis advertisement was 
posted fairly reccmly. 

If eharacicrs have animals they want t.o 
take to Slagovich, hint to Lhem ihat they 
should probably not travd through the grass- 
lands to thal city. The wild animah and brig- 
ands that live in the surrounding Bush 
Country would makc sueh a trip treachcrous. 
Thc characters should take animals across 
Thc Neddace to Mult Beach and trade them 
there. 

Becausc the three citiesof Slagovich, Mule 
Beach, and Sea Camd are 50 rernote, the cost 
of transponation between them is doubled. 
See p. 19 of the Expert rule book for normal 
iand and water transportation costs. 

M. BRIGAND FERRY 

A ferry, which can hokl 50 passengerg or 12 
pack animals, operates at the point where 
The Necklace crosses the Throat River. Two 
ropes guidc the raft from one Janding to thc 
other. The passengers use the ropes to pull 
the ferry across. 

Bands of brigands, one on each river bank, 
charge fur the use of the ferry, Normally* usc 
of the ferry would be free. The brigands 
demand 1 gp per human or demi-human and 
2 gp per animaJ. If the characters don't pay* 
ihe brigands do not allow them to use the 
ferry. 

The Throat River is 500 feet wkk at this 
point, and it flows quite fast, The only ways 
characters can avoid the hrigands* highway 
robbery are to dcfcat the brigands and drive 
them off the banks, or try to ford the river 
theimelvcs. 

If a character iries to ford the river alone, 
he has a 50% chance of success. A charactcr 
riding an animal has a 75% chance of suc- 
cessfully crossing ihe river. An animal that 
has no rider has a 25% chance of successfully 
crossing the river. Increase these odds by 
10% if the animals and/or characters tie 
themsdves together beforc crossing. There is 
a risk to this approach, however. If any ani- 
mal tied to other animals fails to cross suc- 
cesaftlUy, all animala behind the fallen animal 
are lost ( unless the characters cui the fallen 
animal loose. 

If a character riding an animal fails to 
crosSj the animal throws the characLer. Con- 
sider any character who fails 10 cross aJone as 
a “thrown” character, also. 


The rivcr washes all thrown characters 
downstream. Have each thrown charactcr 
roll ld20 to sce if he is able to reach either riv- 
erbank without hdp. If the number rolled is 
lower than or cqual to that character’s 
Strength score, the character reaches ihe 
shore of his choice. If the number rollcd is 
higher than that characieris Strength score, 
the character cannot reach eilher shore. He 
must remove any hcavy armor that he has on p 
or he drowns. He may make another die roll 
in the next round. 

Thc brigands who live downstream daitn 
any pack animals or supplies lost by the char- 
acters in the river 

If the characters try to defeat one of thc 
brigand bands, the brigands on the other 
bank are wamed to be prepared for the char- 
acters when thcy cross, If the characters drive 
the brigands off, all of the survdvors regroup 
and attack thc characters further along Thc 
Necklacc. 

Brigands (10-40): AG variable; HD 1; hp 5; 
MV 120' (40'); #AT I weapon; D by 
weapon; Save FI; ML 8; AL C; XP 5 

N. LIZARD MAN CAMP 


Tlie smnke and flamc from a dozen cook- 
ing fircs rise tVom the center of this island. 
Six rafts are tied up on the beach. Several 
lizard mcn mull around thc beach t tend- 
ing to thcir rafts, Each of thc rafls looks 
large enough to hold 35 lizard men. 


These two islands arc lizard man camps, To 
determine how many lizard men are in a 
camp ar any one timc, rolJ 6d6 and multiply 
by 10. 

Noi all of the hzard men in thcse camps 
attack ihe charactefs or Quagmirc dui ing I he 
tourse of this adventure. The liz&rd men 
maimain a large force so thcy can intirnidate 
the people of Quagmire and prevent supply 
ships from roaching that city; They hope to 
starve out the sun ivors without having to 
engage in combat. 

The lizard men do not see the characters U 
the characters don'i draw aitention tothemsd- 
ves. tf they do, howcver, the lizard men send 
out a raft of f>db lizard men to mvestigate. 

A guard force of 2d4 lizard men positions 
itself on a raft just outside Quagmire. Its job 
is to prevent anyone from cntcring ihe city. 
The ILzard men of this force arc also under 
orders to capture anyone who tries to leave 
the rity, 

Lizard Men (2-8 by ciiy t 6-36 on raft, 
60-360 in camp); AG 5; HD 2+1; 


hp 10; MV 60 J (2D p )on land, 120' (40T 
awtmming; #AT 1 weapon; D by wcapon 
+ 1; Save F2; ML 12; AL N; XP 25 

O. THANOFOLIS 


This ancicm city, buill in the shapc of a giant 
sea shdl, rises from the swamp to a height of 
150 fccL Green vegetation hangs down, 
staining thc city's snwoth outer walb of gray 
stone. Swamp birds circle the spiral ciiy's 
pinnade, calling oui a wdcotne. Swainp 
vegetation chokes the area ai the base of thc 
city. Large spaces at thc city T s pinnade are 
the only visible openings. 

For more details about the city of Thanopo- 
lis. sce the Spiral Gity Adventures scction. 

P. SUNKENCITY 

Gharacters can see this city only during the 
daytime. The city rests 50 feet underwater, so 
the characters ean sce it only if they are 
underwater themselyes, or if ihey are in thc 
sky direetly above it. 


Fifty feet bdow the water*s surface in this 
area, Lhe lip of a giam spiral sc? shdl 
dances in the waves. Thc shcll’s tip widens 
to smooth walls of white stone, now 
stained greert by vegetation. In some 
spotSj colorful coral dings to the wulls of j 
the shcll. Sea creature.? swim in cirdcs 
around the pinnacle of the great uuderwa- 
ter city during the day. Large spaceii in thc 
pinnaelc and a large spaee at the shdFs 
b&se are the only visible opcnings in the 
city !l s walls, 

For more details about the Sunkcn City, sec 

the Spiral City Advemures section 

Q. QUAGMIRE 

This andcnt rity, built in tbe shape of a 
giant sea shdl, rises from the sea to a 
height of 150 feet. Green vegetation hangs 
down, staining the city’s smnoth Outer 
walls of white stcme. A black pillar nf 
smuke ri.ses from the spiral citys pinnade 
during ihe day. At night, a smtill orange 
flame bums at the pinnacle. Fresh hoks 
have been punched into the city’s wall at 
ihe hase. The water line seems to be very 
dose to thesc holes. Large spaces ncar the 
city’s pinnacle are the only other visible 
openings. 


For more details aboui ihe rity of Quagmire, 
sec the Spiral City Adventures section. 
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§ HRflL CJTY 3WERTart£S 


The three spiraJ dt~ 
ies locared on the 
Serpc ut Peni rmiia 
arca are described 
hcre. The three cit- 
ics are Quagniire, 
Thauopolis, and the 
Sutikcn City. 

The layouts of 
these citics arc idcntica]. You inay use DM 
Maps 3 and 4 as a guidc to all three cities. A 
room on DM Map 3 might feature a differetit 
encountcr iti each city, however Por cxam- 
plc T the Money Exchange Chamber (area 22) 
in Quagmirc features lizard men. while the 
samc room in Thanopolis features a goblin 
king, and the same room in the Sunken City 
features mcrmcn. 

Only one area description has been given 
ior rooms that arc idemical in all three cities. 
If a rootn tn one city is different from thc 
samt room in another dty, however t thc dif- 
fering descriptions are listed in the following 
order: Quagmire, Thanopolis, and thc 
Sunken City. Quagmire descripdons always 
list where a room’s doors or haUways Icad. 
This infonnation is not repcated in the samc 
room's ThanopoLis and Sunken City descrip- 
tions, as it doesrdt ehange from city to city, 
tf a room's contents differ only slighdy in 
the other cities, a general descripdon is given 
first. Thediffering citiesare then listed, along 
with the fcatures that make each city l s room 
slighLly difTerent, 

Level 1: 

Well area 

1. CRESCENT HALL 

This dark hall is totaLly flooded. A wooden 
door at the north end of rhe haJI leads (o area 
3; a wooden door at the south end leads to 
area 2. Secret door.s made of stone stand in 
the walls opposite rhese wooden doors, Each 
leads to area 5, 

Thanopolb: This hall is not floodcd. A 
gdatinous cubc lives in this dark hallway. 
Characters must dcfeat thc creaturc beforc 
they can paxs through the hall. 

Gelatinous Cuber AC 8' HD 4*; hp 18; MV 
60' (20'); #AT 1; D 2-8 * spedal; Save 
F2; ML 12; AL N; XP 125 

Sunken City: The wooden doors here have 
rmted away 

2, SOUTH SPIRAL 
STAIRCASE PASSAGE 

Thi$ dark, fl(H>ded hallway connects the cres- 


cem hall (area 1) to Lhe south spiral stairease. 

Thanopolis: The haU is damp and muaty, 
but is not flooded, 

3, NORTH SPIRAL 
STAIRCASE PASSAGE 

This dark t flooded hallway connectfi the 
crescent hall to the north spiral staircase, 

Thanopobs: The hall is damp and musty, 
but is not flooded, 

4. BOTTOM OF THE STAIKWAY 

Quagmire: The dark h flooded landing ai ihe 
bottom of these stairs leads to area 5. The 
stairs spiral up to area 16 on Level 2. 

ThanopoLLs: Human bones duttcr this dark 
ianding. The landing is not flooded, 

Sunken City: The dark, liooded landing at 
the bottom of these stairs is the homc of a 
black pudding, which devours any debris that 
falls down Lhe stairs. 

Black Pudding: AC 6; HD 10*; hp 45; MV 
60' (20'); #AT i; D 3-24; Save F5; ML 
12; AL N; XP 1,600 

3, RGOM OF THE WELL 

Quagmire: A stone well stands in thc cenier 
of this flooded, crescem-shapcd room. The 
room is dark. A wooden buckeL tied to a 
15-foot-long rope floais against the ceiJing, 
SaJt water fills the !5-fooi-deep weJL A short 
hallway leads west to area 4, Secrei doors 
made of stone stand in the north and south 
walJs. They lead to area 1, 

A pattern of two equijatera] triangles is 
carved into the room's ea&t walL The trian- 
gles 1 bases touchj forming a diamond whose 
upper point tilts slightly to the left. A rough X 
marks the diamond’s right iioint. This crude 
map shows Quagmire’s location in rclation to 
the other Yavdlom cides (Thanopolis, the 
Sunken City and the unftnished fourth 
eity—see set location encounter H for 
details). 

Thanopolis: A stone well stands in the cen- 
ter of this dark, crescent-shaped roorn, A 
wooden bucket tied to a 15Toot-long rope sits 
beside the weU. Frcshdrinking watcr fHIs half 
ol the 15-foot-decp well, 

The triangle pattern cm ihc wall is marked 
at thc bottom diamond point by an X. This X 
shows the location of Thanopolis in relation 
IO the other Yavdjom cities, 

Sunken City: This area is similar to the area 
in Quagmire, exccpt that thc X on the trian- 
gk- pattcrn is carvcd on thc kft poim of thc 


diamond. This X shows thc location of the 
Sunken City (or Yavdlom) in rclation to the 
othcr Yavdlom citics. 

Level 2: 

Entry areas 


6. OUTER WARD 

Quagmire: Fish swim armmd this sub- 
merged boat dock. Abandoned fishermen's 
huts stand along the dock. 

Thanopolis: Mud and quicksand make dte 
footing hcrc treachcxous. Sec That Sinking 
Fecling (arca cncountcr 10) for details on 
how to run this cncoumcr. 

Sunken City: Fish cirdc around thc wall of 
the city The remains of a woodcn dock sway 
in the current, 

7. MAIN GATEWAY 

Doubk dnors stand on each side of this 
flooded, 10-foot-wide tunneL Heavy beams 
bar the 5-foot-wide doors from the insidc. 
Arrow slits mark the north and south walls. 
Three slits in thc north wall face area 14; 
three slits in rhe sourh wall faee area 8, Two 
i-foot-square murder holes rest in the ceiling 
of the ttinnd. These holes lead to area 17. 

Thanopoiis: The tunncl hcre is not flooded. 

Sunkcn City: Thcrc are no doors or beams 
hcrc. 

8. SOUTHEAST GATEHOUSE 

Quagmire: Five warped Jongbows and 100 
warped arrows floai against the eciling of this 
dark, flooded chamber, Threc arrow slits in 
thc cast wall look out onto the outer ward 
(area 6}. TLirce more arrow slirs pierce the 
nortli wall, connecting this area to the main 
gateway (arca 7). A singlc door m ihe west 
wali leads into the inncr ward (area 15). 

Thannpolis: Fivc longbows and 100 arrows 
lean against the south wall of this dark cham- 
ber. This chamber is not flooded. 

Sunkcn City: This area is similar to the area 
in Quagmire, cxcept that the bows and 
arrows have rotted away leaving 100 metal 
arrowheads on the chamber floor. There is no 
wooden door in this chamber, 

9. SOUTH SPIRAL STAIRCASE 

A wooden door stands closed ai ihis dark, 
flooded landing, The door opens omo the 
inner ward. SpiraJ statrs lead up lo area 17 
on Lcvcl 3, and down to area 2 on Level 1. 
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Thanqpollsi The landing htre b not 
fluoded. 

Sunken Clty: There is no wooden door at 
ihis landing. 

10. SOUTHWEST GATEHOUSE 

Quagmire: Four warpcd Jongbows and S0 
warped arrows floai againsi the eoiling of this 
dark, flooded chamber. Three arrow sJits in 
ihe wesi waJl look oui onto the outer ward 
(area 6). Three more arrow shts pierce thc 
north wall, connecting this area to rhe pos- 
tern gateway (area 11). A single door leads 
from the east waJl inlo the inner ward (area 
15). 

Thanopolis: Four Jongbows and 80 arrows 
leari against the south wall ofthis dark cham- 
ber This chatnbcr is nm Jlooded. 

Sunkeo City: This area is similar ro the arca 
in Quagrnire, ejccept that rhe bows and 
arrows havc rotted away, leaving 80 metaJ 
arrowheads on the chamber iloor. There is no 
w r ooden door in this chamber, 

11. POSTERN GATEWAY 

DoubJe doors stand on each side of this 
fluoded* 5-foot'widc lunneJ. Heavy beams 
bar the 5-foot-wide doors from the inside, 
Arrow slits mark the nnnh and sourh walis. 
Three slits in the north wall face area 12; 
three slits in ihc south walj face area 10, Two 
1-foot-square murder holes rest in the ceiling 
of thc tunnd. These holes lead to area 17, 

Thanopolis: The tunnel hcre is not Jlooded. 

Sunken City; The tunneJ hcre has no doors 
or hcams + 

12. NORTHWEST GATEHOUSE 

Quagmire: lw r o crossbows (still usable) fioat 
against rhe ceiling of this dark, flooded cham- 
ber Two wooden cases, eacb liolding 30 
rnetal quarrcls, lie on the floor. Three arrow 
slits in thc wesi waJI look out onto the ouicr 
ward (area 6). Three more arrow slirs pierte 
the south wall, connecting this aj-ca to thc 
postem gateway (area 11) h A single door 
leads rrom the east wall into rhe inncr w r aid 
(area 15), 

Thanopolis: Two crossbows and 60 metal 
quarrds lean against the north wall of this 
dark chamber. This chamber is noi flooded. 

Sunken City: Thisarea issimilar to the area 
in Quagmire, except thac the crossbows and 
quarrd boxes have rotted aw r ay t lcaving 60 
metal quarrels scattered about on thc cham- 
ber fioor. There is nti wooden door in this 
chamber. 


13, NORTH SPIRAL STAIRCASE 

A wooden door stands dosed at this dark, 
llooded landing, Thc door opens onto the 
inner ward. Spiral stairs lead up to area 17 
on Level 3, &nd down to arca 3 on Levd J, 

Thanopolla: The landing hcrc is not 
Jloodcd. 

Sunken City: There is no woodcn door al 
this landing. 

14, NORTHEAST GATEHOUSE 

Quagmire: TWo warped shonbows and 20 
warped t silver-ttpped arrows float againsl the 
ceiling of this dark, flooded chamber Thrce 
arrow slits in tlje east waJl look out onto the 
outer ward (area 6). Thrce more arrow slits 
pierce rhe south wall, connecting ihis area to 
the main gateway (area 7), A single door 
leads from the west waJI into the inner ward 
(area 15). 

Thanopolis: Two sliortbows and 20 siiver- 
dpped arrows lean against the north wall of 
this dark chamber, This chamber is not 
flooded. 

Sunkcn City; This area is similar to the area 
in Quagmire. except that the bows and 
arrows have rolted away, Icaving 20 silver- 
tipped arrowheads scattcred on the chambcr 
floor There is no woodcn door in this rham- 
bcr. 

15- INNERWARD 

Quagmire: Fish swim around the flimsy, 
suhmerged Ican-los and wooden huts ihai 
stand m this dark, llooded area, 

Thanopolis: TWenty gnolls Jive in ihese 
fiimsy huts and Jean-tos. This area is not 
flooded. 

Gnolls (20)- AC 5; HD 2; hp 9; MV 90' 
(30'); #AT I club; D 2*5; Save F2; ML 
8; ALC; XP 20 

Sunken City: Fish and oiher sea creatures 
cirde around this flooded + enclnsed area. 
Scaweed and other underwatcr plant hfe 
sway in the current- 

16, SPIRAL ENTRANCE 

This dark. floodcd landing leads to a 5-foot- 
w r idc wooden door. A wooden beam rcsts 
aeross the door, Grav stone steps spira! up to 
area 18 on Level 3 and down to area 4 on 
Levd 1. 

Thanopolis: This dark landing Jeads to a 5- 
foot-wide wtxxJen door + which siands open. A 
heavy wooden beam, which is used to bar the 


door shut, Jies across thc threshoJd, This 
landing is not flooded. 

Sunken City: The wooden doorK have rot- 
ted away, 

Level 3: 

Barracks 


17, CURTAIN WALK.WAY 

A stone battlemem (5 fect taJJ and 2 x h Feel 
thick) runs around die waij of the dty at this 
level, protening a 7 Vv-foot-wide waJkway. 
The battlcment* which consists of alternating 
high and low segments, protccts the walkway 
from the outer ward area, The entire walk- 
way is flooded. 

Spiral staircases lead down from the north 
and south posiTionnS on the walkway. The 
northern staircase leads to arca 13; the south- 
em ataireasc leads to area 9. Scts of murder 
holes are cut into rlie fioors at the east and 
west posittons on thc walkway. Each murder 
hole is 1 foot wide, A pile of rocks lies ncxt to 
eachhole, The western murdcr holes arecen- 
tered over area II; the castern inurdcr holes 
arc centered over area 7. 

Thanopolis: This walkway is not fiotaJed, 
Six trolL pairol this walkway ai all limes. 

Trolls (6); AC 4; HD 6+3*; hp 45; MV 120' 
(40'); #AT 2 claws/1 bite; D J-6/1-6/1- 
10; Save F6; ML JO (8); AL C; XP 650 

18, SFIRAL LANDING 

Quagmire: Tliisdark, fiooded lamling leads 
to a 5-foot-wide haJIway, Wooden doors stand 
in the north and south walls of :his hallway 
The north door leads to area 20: Lhe south 
door leads tu area 19 Gray stone steps spiral 
up to area 21 on Level 4 and down to area 16 
on Levd 2, 

Two hoJcs, cach 3 feet in dianierer, havo 
J>een punched into thc stune of the haJlwayL 
east wall. Onc holc is at fioor level; ihe other 
is at ceihng levcl. Sea water + fish, and othvr 
aea creaturcs occasionally pass through these 
rough-cdged holcs, 

Thanopolis: This area h nol flooded. Thcre 
are no iinlcs in the easl waJI. 

Sunken City: There are no holes in the easi 
walJ of ihis area. The wooden doors have rot- 
led away. 

19, NIGHT BARRACKS 

Quagmire: The frames of six wooden 
bunkbeds bump againsi the cciling of ihis 
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dark h flooded room. A wooden door in thc 
south wall leads to area 18. 'iwo gray oozes 
live here. 

Gray Oozes (2): AC 8; HD 3*; hp 14; MV 
10' (%')[ #AT J; D 2-16: Save F2; ML 
12; AL N; XP 50 

Thanopnlis: Six wooden bunkbed l’rames 
line ihe curved smirh waJl of this dark cham- 
ber. The bodystiards for a guhlin king sleep 
here. They are here onlv at night. 

Goblins (12): AC 8; HD 3*; hp 14; MV 
90 f (30 r ); #AT 1 sword; D 1-8; Save 
NM; ML 7 (9 with king); AL C; 
XP 5 

SuTiken City: This area is similar to the area 
in Quagmire, except that it has no door or 
hunkbeds. There are no gray oozus here, 
either. 

20. DAY BARRACKS 

Qnagmire: The frames of six woodcn 
bunkbeds bump against the eieiling of this 
dark, llooded room. A wooden door in the 
north wall leads to area 18. A green slime 
cltngs to one comer of the room’s cciling. 

Green SUme: AC uan aiways be hit; HD 2**: 
hp 10; MV 3 r {!'); #AT special; D 
special; Save Fl; ML 7; AL L; 
XP 5 

Thanopolis: Six wooden bunkbed frames 
line ihe curved north wall of this dark cham- 
ber, The bodyg\iards for a goblin king sleep 
here. They are here only during the day. 

Goblins (12): AC 8; HD 3*; hp 14; MV 
90'(30'); #AT I sword; D 1-8; Save 
NM; ML 7 (9 with king); ALC;XP5 

Sunken City: This room has no door ur 
bunkbeds. There is no green slime here, 
either. 

Level 4: 

Money chamber 

21. SPIRAL LANDING 

Quagmire: This dark, half-Oooded landing 
leads to a large chamber (area 22). Three feet 
of xalt water covers the landing and the bot- 
tom stcp of the spiral staircase. Gray stonc 
stairs spiral up to area 26 on Lcvcl 5 and 
down to area 18 on Leve) 3. 

Thanopolis: This landing is not flooded. 

Sunken City: This landing ts totally 
8ooded. 


22. MONEY EXCHANGE CHAMBER 

Quagmire: Two spiral staircase landings 
open into this dark, half-flooded chamber. 
One landing is in the center of the room (area 
21); the other stands along the north wall 
(area 23). 

A party of 2d4 lizard men stands inside thb 
chamber They attack as soon as characters 
enter. 

Lizard Men (2-8 in chamber, 6-36 outside); 
AC 5; HD 2 + i; hp 10; MV 60' (20'); 
#AT 1 spear; D 2-7; Save F2; ML 12; 
AL N; XP 25 

IWo holes t each 3 fect in diameter, have been 
punehed into the east wafl of the chamber 
One hole is ai lloor level; the other is at ceil- 
ing leveL Fish and other sea creatures occa- 
sionally swim through the lower hole. The 
chamber floor is covered by 3 Feet of sak 
water 

Tlie characters will probably use Lhe holes 
in the east wall of this chamber to enter the 
city of Quagmire, A party of 6d6 ILzard men 
attacks ihe characters fmm a raft as charac- 
ters enter or leave through these holcs. 

Thanopolis: There is no water standing in this 
chamber. There a re no holes in the east walL 
A goblin king lives in this chamber. He 
attacks the characters as soon as he Sees ihem. 
The king^s trained dire wolves also atiack, 
Thr king tries to escape if the battle goes 
badly for him p but he commands bis wolves to 
stay and ilght. 

Goblin King: AC 6; HD 3; hp 15; MV 120' 
(40'); #AT I sword; D 2-9; Save F2; 
ML 7; ALC; XP 35 

Dire Wolves (4): AC 6; HD 4*1 ; hp 22; MV 
150 J (50 '); #AT I bite; D 2-8; Save F2; 
ML8; ALN; XP 125 

Sunken City: This area is totaJly flooded. 
There are no holes in the east wall. 

This arca is the barracks for 22 mermen. 
There arc aiways at least 10 mermen and a 
leader in dtis chamber. The mermen attatk 
the charaetcrs on sight. 

Mermen (10-22): AC 6; HD I; hp 5; MV 
3 20 f {40'); #AT l irident; D l-6;Save 
Fl; ML8; AL N; XP 10 

Merman Leader: IID 2; hp 9; Save F2; XP 

20 

23. NORTH NARROW 
SPIRAL LANDING 

Quagmire: This dark p half-flooded landing 
lcads co a largc chamber (area 22). Three leet 
of salt water covers the landing and the bot- 


tom stcp of thc spiral staircase. Gray stune 
stairs spiral up to area 28 on Level 5. 

ThanopoHs: This landing is noi flooded, 

Sunken City: This landing is totally 
flooded. 

24. SOUTH NARROW 
SPIRAL LANDING 

This dark, humid landing leads to a dark 
chamber (area 25), Gray stone steps spiral 
from the landing up to area 29 on Levd 5, 

Sunken City: This landing is flooded. 

25. TRIBUTE STORAGE 

Quagrnire: len metal chests stand in this 
dark, humid room. Ninr of tlic chests are 
unlocked and empty. The locked chest con- 
tams two leaiher saeks. ln onc sack are 15 
garnets, 10 topazes, and 5 mbies. These 
gems* combined value L 11,500 gp. The 
other sack ccmtains 500 gp, A landing in the 
southeast comer of the roL>m lcads to a spiral 
staircase (area 24), 

Thanopulis: Ten metal chests stand in ihis 
dark t humid room, Thc locks on the chests 
have been broken. All ofthechestsareempty. 

Sunken City: A school of 10 giant goldflsh is 
swimming around this dark s flooded eham- 
bcr, Treat the goldfish as an animai herd. 

Giam Goldflsh (10): AC 7; HD 2; hp 9; MV 
240' (80');#AT J butt; D i-4;SaveFl; 
ML 5; AL N; XP 20 

Thc characters may try to herd the flsh out of 
the room rather than fight iheni. 

Four locked metal boxes stand in ihe 
northwcst corner of the ehamben Charactcrs 
must get past at leasi five of the fish to ser the 
boxes, The firsi box the characters opcn con- 
tains 2,450 gp. I he second box contains 11 
garnets wordi a total of 1,100 gp. Thc third 
box contains 1,050 gp worth of jewelry. Thc 
fourth box cantains a returning trident (tt'eai 
as a rctuming spear). See the Appendix for 
details on this new magic itcm, 

Level 5: 

_ Market area _ 

26. SPIRAL LANDING 

Quagmirc: This landing leads to a large 
chamber (area 27). Gray stone steps spiral 
frotn the landing up to area 30 on Level 6 and 
down to area 21 on Level 4. 

The first character to step onto this landing 
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comes face-to-face with 12 spear points. A 
band of men widds the spears, 

Normal Homans {12): AG 9; HD 1; hp 6; 
MV 120' (40'); #AT 1 spear; D 1-6; 
Save NM; ML 12; AL N; XP 5 

One of the men says in Common, 4 Tf you 
come in peace, throw us your weapons and 
we will welcome you. M 

If ihe characters give up thcir weapons, the 
men allow them to enter area 27. If the char- 
acters do not give up their weaports, the men 
attack, fighting to thedeath. 

Thannpolis: This landing is empty, It is not 
flooded. 

Suniten City: This landing is empty 

27, MARKETPLACE CHAMBER 

Quagmire: Three spiral staircase landings 
stand in a row in this chamber One stands in 
the center of the room (arca 26), onc stands 
near the north wall (area 2&) T and one atands 
near the south waJI (area 29). 

II the characters gave up their weapons in 
area 26 s the men from that area allow them 


to eruer this chatnber. Then they search thc 
characters. 

The men offer gold pieces for the charac- 
ters* rations. They pay 75 gp for a weck’s 
worth of iron rations, 25 gp for a week's 
worth of standard rarions, and 5 gp for a 
quart of frcsh water. Thesc people are very 
hnngry and thirsty, so they are very eager to 
bargain with the characiers. 

If the characters are friendly to the people, 
one of the mcn suggests that the characters go 
up to speak to Molariah, the njler of Quag- 
mire. If charatters ask, rhc man tdls them 
that Molariah's chamber is five levels up, 

Thanopolis: This area js dark and empty. 

Sunken City: This area is dark, flooded, 
and empty. 

28. NORTH NARROW 
SPIRAL LANDING 

Thb landing leads to a large chamber (area 
27). Gray stone steps spiral from this landing 
up to area 33 on Level 6 and down to area 23 
on Lcvel 4. 


Thanopolis: This Unding is dark. 

Sunken City: This landing is dark and 
llooded. 

29. SOUTH NARROW 
SPIRAL LANDING 

This landing leads to a large chamber (arca 
27). Gray stone sieps spiral from this landing 
up to area 32 on Level 6 and down to area 24 
on Level 4. 

Thanopolts: This landing is dark. 

Sunken City: This landing is dark and 
flooded. 

Level 6: 

Service area 

30. SPIRAL LANDING 

This landing leads to a large chamber (area 
31). Gray stone stepii spiral rrom ihis landtng 
up io area 35 on Levd 7 and down to area 26 
on Level 5. 
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Thanopolis: This landlng is dark. 

Sunken City: This lariding is dark and 
floudcd, 

31, COMMERCE CHAMBER 

Quaginirt: Two spiral staircase landings 
stand in this chamber. One landing stands in 
thc centcr of the room (area 30); the other 
stamis tiear thc souih wall (arca 32). 

As thc charactcrs enter this area, a group of 
womtn and children moves up the stairs from 
arca 30 to area 35 on Level 7. There are 14 
womcn and 16 children in the group. 

Nortnal Humans (30)’ AC 9; HD 1; hp 4; 
MV 120' (40'); #AT 1; D 14; Save 
NM; ML 6; AL N 

Thanopolis: Thk arca is dark and cmpfy. 

Sunken City: This area is dark, llooded T 
and cmpty, 

32, SOUTH NARROW 
SPIRAL LANDING 

Fhis landing leads to a large chamber (area 
31) + Gray stone sieps splraJ from thls landing 
dtiwn tt> aTta 29 t>n Lcvel 4. 

Thanopolis: This landing is dark. 

Sunken City: This landing is dark and 
flooded. 

33, NORTH NARROW' 

SPJRAL LANDING 

This dark. bumitl landing leads to a dark 
chamber (area 34). Gray stcmc steps spiraJ 
ln>m thc landingdown to arca 28 on Levei 5. 

34, DRY STORAGE 

Quagmire: This dark, htunid chamber eon- 
tains 100 iron rations and 25 full wineskins. A 
spiral staircase farea 33) lcads down out of 
thc room. 

Thanopolis: This dark, huxnid chamber is 
ihc wcbbcd lair of thrcc giatit blaek widow 
spiders. 

Giant Black Widow Spiders (3): AG 6; HD 
3*; hp 14; MV60' (20'), 120' (40'} in 
web; #AT I bire; D 2-12 * poLson; Save 
F2; ML 8; AL N; XP 50 

Sunken Ctly: This dark, humid chatnber ts 
the only rtxim in thia city that is ntn fltH>tkd + 
A large air pocker in the room makes it possi- 
ble for charactcrs to breathe normally hcrc t 
although rhe air is quire stale. 

Thrs room U the prison of Kazanclra Slago- 


mann, the daughter of a wcalthy Slagovich 
mcrchani. 

Once thc charactcrs havc convinced 
Kazandra that they will not hun hcr. shc tdls 
them in Common, +t Mv fathcr, Bonticc Sla- 
gomann, will pay you dearly for my sak 
retum " Kazandra tells thc characters that 
mermen captured hcr a wcek ago and have 
kept her in this prison by herself ever since, 
lf characters retum Kazandra safely to her 
fathcr in Slagovich, Slagomann rewardseach 
characier with a free camel and a jeweled 
mcdallion worth 1 T 500 gp. 

Level 7: 

_ Private quarters _ 

35. SPIRAL LANDING/ 

SQUARE CORRIDOR 

Tliis landiug opens omo a square coiTidor 
Iined with 16 dosed, wooden doors. Gray 
stone steps spiral fram the landing up to area 
38 E>n Levd 8 and down to area 30 on Level 6. 

Tbanopolts: The landing here is dark. 

Sunken City: The landing here is dark and 
flooded. AII nf the wotxien doors have mtted 
away. 

36, PRIVATE QUARTERS 

"I hese rooms contain the personal possessions 
oi human famihes, The rooms’ wooden doors 
open onto a square eorndor (area 33). These 
doors can be locked. 

Thanopolis: These rooms are dark and 
empty. 

Sunken Ctty: These rooms aredark, empty, 
and flooded. The wooden doora have rotted 
away 

37, PRIVATE BATHS 

Each of these dark rooms contisins iin empty 
bathtub. These rooms' woodcn doora open 
onto a square curridor (area 33). The doors 
can be Jocked, 

Sunkcn City: Thcse rooms are all lloodcd. 
All of ihc tubs are Hllod with salt watcr. Tlic 
wooden doors have rotted away. 

Level 8: 

Rented rooms 

38. SPIRAL LANDING/ 

SQUARE CORRIDOR 

This dark landing Jcads to a square comdor 
lined with 16 wOodcn doors. Gray stonc steps 


spiral from thc landing up to area 41 on 
L.evel 9 and down to area 35 on Lcvd 7, 

Sunkcn City: This landing is flooded, The 
wooden doors liave rottcd away, 

39. RENTED ROOMS 

These dark roorns arc empty. The rooms 1 
wotjdcn dtKjrs opcn onto a squitrc corridor 
{area 38). The doors can be locked. 

Sunken City: These rooms are floodcd. Thc 
woodcn doors have rotted away, 

40* PUBLIC BATHS 

Empty, humamsized bathtubs stand inside 
these dark comer nrams. Thc room’s woodcn 
doors opcn onto a square corridor (arca 38). 
The doors can be locked. 

Sunken City: 4'hese rooms are flooded, Thc 
tubs are rdlcd with sah water. Thc wooden 
doors have rotted away. 

Level 9: 

_ Dining area _ 

41. SPIRAL LANDING 

This dark tanding Icads to a dark, 5-foot-wide 
haJlway. Wwden doors stand in thc haJlway’s 
north and suulh walls. Thc north door leads 
to arca 43; the souih door lcads to arca 42, 
Gray stonc steps spiral from the landing up to 
area 44 on l.cvcl 10 and down to area 38 on 
Level 8. 

Sunkcn City: This landing is flooded. The 
wooden di>i>rs havc rotted away. 

42. KITCHEN 

This dark, musLV room was oncc a kitchcrs. 
Dust covers thc llcmrs and cupboards hcrc, 
The room doesn't appcar to have bcen uscd 
ir a long time. Thert' is no food herc. A 
woodcn door in the northeast wafl lcads to 
area 41. 

Sunkcn City: Cooking equipment floats 
iigainst the eciling of this flooded kitchen, 
Thc w ooden door has rotted away. 

43. DINING HALL 

A long. wooden table surrounded by woodcn 
chairs stands in this dark. curv r cd rooin. A 
thick layer ofdust covers fhe table and chairs. 
A wooden door in the southeast wali leads to 
area 4!, 

Sunken City; fironze plates and cating 
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utensib float against ihe ceiling of tbis 
flooded rwm, The wooden door has rotted 
away. 

Level 10: 

_ Ruler’s quarters _ 

44. SPIRAL LANDING 

This dark landing leads to a locked wooden 
door. A sign, written in Common, hangs on 
the door, It reads, “Rnier's Private Apart- 
merit” The door leads to arca 45. Gray 
stone steps spiral from the landmg up to area 
46 on Level 11 and down lo area 41 rm Level 
9. 

Sunken Cityr This landing is llooded. l'he 
wooden door has rotted away. 

45. RULER'S APARTMENT 

Qnagmire: This brightly-iit, ring-shaped 
room U the home of Molariah, rulcr ofQuag- 
mire. Molariah is a very sick man (only I hp 
lcft). If characters do not attack htm. Mola- 
riah speaks in Common as they enter. 

"You must rescuc my pcople from Quag- 
mire before it sinks. You are our last hope. 
There is an ancient dLy called Tbanopolis. It 


is a spiral city like ours. It stands on the 
southwest shore of Thancgia Lsland. Please 
lead my people safely to Thanopolis and hdp 
them resettle. If you do thiB, the people will 
proclaim you leaders and will servc you in 
your time of need, Go now, pleasc, and seek 
out Thanopolis. My peoplc will follow you 
there, but I cannot. I will dic soon’—I will 
enter the sea within my own city. Farewell.” 

Tn thts room are Moiariahs' personal pos- 
sessions. two tapestries worth 100 gp each, 
and a carved wooden thronc. A wooden door 
in the east wall opens omo area 44. 

A totai of 12 men, 14 women, and 16 chih 
dren live in Quagmire. They immediately 
gather thcir heiongings and supplies whcn 
characters tcll thern that they are taking iherri 
to Thanopolis. The people will go only to 
Thanopolis. 

Ifthe characters successfully resettle Mola- 
riah’s people in Thanopolis, the pcople thank 
the characters profusely and tcfl them that 
they will gladly help the characters in times of 
need. The people also give the characters the 
remains of their trcasury (listed in the 
description of area 25. Level 4), 

Thanopolis: Rottmg lapestries hang on the 
watls of this dark, ring-shaped room. A 
wooden throne stands along ihe west wall. A 


jeweled crown worth 1,500 gp liesj under ihe 
thronc. 

Sunkcn City: This dark, flooded room is a 
merman ruler’s throne room. The merman 
attacks as soon as characters enter rhe rofim. 

Merman Ruler: AC 6; HD 4; hp ltt; MV 
120' (40'); #AT 1 tridem; D 1-6; 
Save F4; ML 8; AL N; XP 75 
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SPIRAL CITY 


Level 11: 

_ M _ 

46. SPIRAL LANDING 

This dark landing leads to a locked wooden 
door. A sign, wriiten in Comtnon, hangs on 
Lhe door II reads, “Dangerous Prisoncrs." 
The door Jeads to area 47. Gray stonc stcps 
spiral from the Janding down to area 44 on 
Levd i(J. 


Snnken City; This landing is floodcd. The 
wotiden door has rotted away. 

47. RINGCORRIDOR 

Quagtnire: Twdve lizard man prisoners arc 
living in diis dark ceii. The iizard men attack 
as sooii as characters enter. 

Lizard Men fl2>: AC 5; HD 2*1: hp 7; MV 
60 # (20'); MT 1; D 1-6; Save F2; ML 
12: AL N; XP 25 

A wooden door in ihe east wall opens onto 
area 46. A ladder lcads from this corridor up 
to area 48 on Lcvel 12* 

Thanopolis: Scveral itcms are scattered on 
the floor of this dark f ring-shaped room. 
Gharacters may lind a potion of swirrtming, a 
potion of ivafer hreathing, a rinjg of water 
adapratinn, a retuming $pear t and a sealcd 
tube in this room. Inside the tube is a tat- 
tered, ancicnt scroll, writien in Common. 
The surviving piece of parchment reads* 
“Equally distam from each city is yet another 
consimcted by the Yavdlom pcoplc, Destruc- 
tion fell upon them beforc thcy compieted 
their fourth. Their third city f Yavdlom, now 
rests beneath the Shallow Sea. These ioote 1 
have eoliected in order to cxplore this sunken 
city.'* 

A wooden door in the east wall opens onio 
area 46. 

Sunkcn City: This dark. flooded room is a 
merman living area. None of the ereatures 
arc herc when the characters enter. 

Level 12: 

_ Spiral staircase _ 

48. STAIRCASE 

Quagmire; Natural light floi>ds this narrow 
spiral staircase. Thcre is no landing at this 
ievel. A ladder teads up to arca 49 on Levd 
13 and down to area 47 on Levd 11. 

Thanopolis: This area is similar to the area 


in Quagmirc. During the day, however, it is 
thc nesting placc for 10 normal bats, 

Normal Bats (10): AC 6; HD V+; hp I; MV 
9' (3') on land* 120' (40') flying; 
#AT confusion; D nil; Save NM; M L 
6; AL N; XP 5 

Sunken City: This Hooded area serves as a 
mcrman gnardpost. Two mcrmen arc on 
guard here whcn the charactcrs enter. As 
soon as characiers cntcr* one merman 
attacks, whilc the othcr swims off to alcrt the 
othcr mermen (in arcas 22 and 25). 

Mcrmeti (2): AC 6; HD 1; hp 5; MV 120' 
{40 J ); #AT l tridcnt; D 1-6; Savc Fl; 
ML 8; ALN; XP 10 

Level 13: 

Pinnacle of flame 

49. BRAZIERS 

Quagmire: Thrcc tnctal beams support a 5- 
foot'tall mctal cone 10 feet above thc stone 


floor of this opcn area. Threc hugc braziers 
stand around the outer edge of this levd. Oil 
bums continuously in each of the hraziers, 
producing a bright orange flame at night and 
a hlack pillar of smoke during the day, A lad- 
der leads down from this tevd to area 48 on 
Lcvd 12. 

Thanopolis: There is no oil in the braziers 
hcre. A flock of 24 piranha birds uses the bra- 
ziers as nests. 

Piranha Birds (24); AC 6; HD x h\ hp 3; MV 
30' (10') on land T 180' (60') Oying; 
#AT 1 bhe; D 1-4; SaveNM; ML9; AL 
N; XP 5 

For a complete description ofthesecreatures, 
turn to the Appendix, 

Sunken City; Nine sca snakcs live in. ihe 
flooded braziers here t 

Sea Snakes (9); AC 6; HD 3*; hp 14; MV 
90' (30'}; #AT 1 bite; D 1 + poison; 
Save F2; ML 7; AL N; XP 50 
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KPPERKIX 



Monsters 


Fish* Giant -— 

Giant 

Ptranha 

Giant 

Catfish 

Armor Class; 

6 

4 

Hit Dice: 

Move 

3-3 

8*3* 

(swimming): 

150' (50') 

90' (30') 

Attacks: 

1 bite 

1 bhd 

4 feeiers 

Damage: 

1-8 

2-16/ 
(1-4) x4 

No. Appearing: 

0 (2-8) 

0(1-2) 

Save As: 

Fightcr: 2 

Fighter: 4 

MoraJe: 

7 

8 

Treasure Type: 

Nil 

Nil 

Alignment: 

Ncutral 

Neutral 

XP vaJue: 

50 

1,200 


Gi&raf piranha. Thcse deadly fish are 5 feet 
long and have green and black seaJes, They 
attack anything that disturbs the water ncar 
them. Up to eight giant piranha can attack 
the same target, Once they draw biood, 
piranha go into a feeding frenzy (no morale 
eheeks allowed). Piranha inhabii warm, fresh 
waters and prefer rivers to lakes. 

Giani catlish* Thls chalky-white fish is 
about 15 feet long, It has two kmg feders that 
sprout from each side of its mouth, Giant cat- 
fish lurk tn the cool muck of rivers and lake 
bottoms. 

Grab Grass --- 

Armor Glass: 9 

Hii Dke; 1 per 5-foot-square area 

Move: 0 

Attacks: 1 

Damage: special 

No, Appearing: not applicable 

Save As: NormaJ Man 

Moraie: 12 

Treasure Type: NU 

Alignment: Neutral 

XP vaJue: JO 

Grab grass looks like ordinary, tail grass (3-5 
feet taJJ). Grab grass is animated and tries to 
hold any individuaJ thaL moves into or 
rhrough it. There Ls a 5% chance per round 
that anyone wkh a Strength score of 12 or 
lower can break free of the grab grass. For 
every poini of strength greater than 12, the 
chance increases by 5% (an individual with a 
Strenglh score of 16, for example, would 
have a 25 % cbance each round to break free). 


Killer Trees ---- 

ArmorCIass: 5 
Hit Diee; 6 
Move: 0 

Attacks: 4 Hmbs/1 mouth 
Damage: Oeach/3-lB 
No, Appearing: 0(2-12) 

Save As: Fighter: 3 
Morak: 12 
Treasure Type: Nil 
Alignment: Neutral 
XPValot: 275 

Kiiler trees look likc large trces. Thcy can 
resemble arty trec speries. K.iller trces are 
part animal and part vegetable. Thcy need 
both sunlight and mcat to survive. Some of 
the linibs of a killer tree are actuaJJy tentacles. 
These lentacles can reach out 20 fect and 
grab victims. The tree then uses its tcntades 
to drag its victim to its mouih, which is dis- 
guiscd as a large tree-boJe. Each Jimb has L 
Hil Die. If a character does 5 or morc poims 
of damage to a kilJer trce limb, thc limb is 
severcd. One round after a Jiinb grabs a char- 
acter, the tree puIJs the character into its 
mouth, causing 3d6 points of damage per 
round until the rharacter cuts loose. 

Piranha Bird ------- 

ArmorCfass: 6 

Hit Dice: l h (1-4 hk points) 

Move: 30' (10 *) on ground 
180' (60') flying 
Attaeks: 1 bite 
Damage: J-4 

No r Appearing: 4-24 (4-24) 

Save As: Normal Man 
MoraJe: 9 
Treasure Type: Nil 
Alignment: Neutral 
XPValue: 5 

The piranha bird is a 1-foot-long, garishly 
colorcd bird always hungry for fresh meat. 
Individual piranha birds may have green, 
blue, red, brown, black, or even purple featJi- 
ers—the emire variety ofcolors displayed in a 
single floek. Their beaks are sharp and 
pointed, and have razorlike edges so that ihe 
bird can stick its beak into the flesh of a crea- 
ture* bite, and fly away with a snack. 

Piranha birds can fly with hummingbird- 
like maneuverability; they can makc sudden 
changes in direction, or evcn hover tn Lhe air, 
When one piranha btrd catches sight of a 
potential meal, if utters a high-pitched whis- 
tIe T thus alerting the entire tlock. They 
alw r ays attack warm-blooded creatures, and 
do not have to check rnoraJe untij half of the 
flock has been eliminated. 


Piranha birds may bc Found in alJ dimates 
except the very coldest or those barren of any 
shade. They prcfer to live in regions of dense 
forest or in underground t averns, and seem 
to have dev eJopcd limited inJ’ravision, which 
aJiows thrm Lo delect prey up Lo 30 fcet away 
even in totaJ darkness. 

Pocket Dragon ---— 

ArmorClass: 8 
Hit Dice: 3 
Movc: 90' (30') 

120' (40') flylng 
Aitacks: 1 bite 
Damage: l-3*venom 
No, Appeaiing: J-fi(2-l2) 

Save As: Magic-user: 3 
Moralc: 3 

Trcasure Type: K. L 
Alignment: Neutral 
XP Vahic: 35 

The pocket dragnn is a 3-foot-long lizard ihai 
resembJes a small green dragon. Il is usually 
found resting on a small pile of treaaure and 
other shiny objects. h is lazy and peaceful by 
nature, feeding on ittseas and plants and 
rarely attacking largcr creatures unless it is 
angered. It has no breath wcapon, but its bite 
carries a vtnom that lowers both saving 
throwx and hil rolls by 2 unlcss thc victim 
makes a succcssful saving throw vs. poison. A 
cure dfsease spell curcs thb effcct. The erea- 
ture shares with dragons a lovc ol hoarding 
treasure, but itssensc of valuc is not as fine as 
its larger cousin; its treasurc uftcn consists of 
broken glass and qther shiny trinkcts. 

Spider, Giant Hunting-— 

Armor Glass: 8 
Hit Dice: 2 
Move: 120' (40') 

Auacks: 1 bite 
Damage: 1-6 

No. Appearing: 1-4(2-12) 

Save As: Fightcr: 2 
Morak: 7 (wild) t 8 (tamed) 

Treasure Type: U 
AJignmcnt: NeutraJ 
XP vaJue: 20 

Huniing spiders are fur-covered spiders the 
si^e of dngs t and are used as watdi-animals 
and hunters in several primitive societies. In 
the wild T hunting spiders run in packs to 
bringdown their prey. They may be found in 
any terrain. Their fur matches thc color of 
their surroundings. The Jmnting spider does 
not build a web T but rather stalks his prey 
over almost any terrain* and attacks with 
large hut non-poisonous jaws. 
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Humanoid 

IttSCOl 

Swimmcr 

Swirrmicr 

AnimaJ 

Dragon 


Humanoid 

Swimmer 

Undead 

Undead 

Insect 

Dragon 


Flyer 

Humanoid 

UmiBual 

Ammal 

Humanoid 

Dragon 

Dragon 


Men 

Flyer 

Swimmer 

Swimnier 

Swimmer 

Swimmer 

Swimmer 

Dragon 


Men 

Flyer 

Inscct 

Inseci 

Humanoid 

Atiimal 

Animal 

Dragfm 


U ANIMALS 


# 

River 

Hills 

Junglc 

1 

Animal Rerd, Goat 

Animal Herd, Cioat 

Animal Herd, Goat 

2 

Animal Herd. Goat 

Animal Herd, Goat 

Animal Herd, Goat 

3 

Boar 

Animal Herd. Goat 

Boar 

4 

Cat T Panther 

Baboon, Rock 

Boar 

5 

Cat, Tiger 

Baboon, Rock 

Catj Panthcr 

6 

Crab T Giant 

Baboon, Rock 

Cat T Pantlicr 

1 

Crab, Giant 

Mttle 

Oat T Panthei 

e 

Crocodile 

Mule 

Lizard, Giant Draco 

9 

Crocodile 

Mule 

Lizard, Giant Dracn 

10 

Crocodile, Large 

Snake, Rattler 

Lizard j Giarjt Gecko 

u 

Fish T Giant Bass 

Snake f Rattler 

Uzand, Giant Horned 

12 

Fish, Giant Catfish 

Snake, Rattler 

Rat, Giant 

13 

Fish. Giant Piranha 

Snake T Rattler 

Rat, Giant 

14 

Fish, Giant Rock 

Snake, Viper 

Shrew, Giant 

15 

Fish, Gt. Sturgeon 

Snakc, Viper 

Shrew, Giant 

16 

Leech, Giant 

Snake, Viper 

Snake, Viper 

17 

Rat. Giant 

Snake, Vipcr 

Snake, Python 

18 

Shrew. Giant 

Snake T Vipcr 

Snake T Spitting 

19 

Termiie, Fr. Water 

Snake, Viper 

Spider, Crab 

20 

Toad, Giant 

Snake, Viper 

Spider, Crab 


2. HUMANOIDS 


i River 


Swamp 


Elf 

Goblin 

Giant, Hdl 

Gytilops 

Gnoll 

Goblin 

Giant, Hill 

Eir 

Hobgohlin 

Hobgoblin 

Gnome 

Giant, Fire 

Lizard Man 

Lizard Man 

GobHn 

Gnotl 

Ntxie 

Lizarcl Man 

Kobold 

Goblin 

Nixie 

Nixie 

Kobold 

Lizard Man 

Ogi-e 

Ggre 

Orc 

Ogre 

Orc 

Ogre 

Orc 

Ogre 

Sprite 

Orc 

Troglodyte 

Orc 

Thoul 

Troglodyte 

Troll 

Troglodyte 












6. DRAGGNS 


Ri ver/Ocean 


Swamp 


1 Chimcra 

2 Dragon, Gd. 

3 Dragon. Gd. 

4 Hydra, Fly. 

5 Hydra, Hy. 

6 Wyvern 


Chimera 
Dragon, Black 
Dragon, Gald 
Hvdra T F!vmg 
Saiamandcr, F1 
Wyvem 


Chimcra 
Dragon, Gold 
Dragon, Red 
Hydra T Flying 
Salamander, F1 
Wyvem 


Chimera 
Dragon, Gold 
Dragoti, Grcen 
Hydra, FJying 
Salamandcr, Fh 
Wyvem 




3. MEN 


i * 

\ t; 


# 

Rivcr/Lakc 

Swatnp 

Hills 

Ocean 

Jungle 

1 

Advcnturer 

Adventurer 

Adventurcr 

Adventurer 

Adventurer 

2 

Bandit 

Bandit 

Bandit 

Buccaneer 

BandU 

3 

Buccaneer 

Berserker 

Bcrserkcr 

Buecaneer 

Berscrkcr 

4 

Brigand 

Brigand 

Brtgand 

Native 

Brigand 

5 

Cleric 

Cleric 

Clcric 

Native 

Brigand 

6 

Fighter 

Fighter 

Fightcr 

Pirate 

Clcric 

7 

MagioUser 

Magic-User 

Magic-User 

Pirate 

Fighter 

B 

Nattve 

Nativc 

Native 

Firate 

Magic-User 

9 

Native 

Native 

Native 

Tradcr 

Nattve 

10 

Nativc 

Native 

Native 

Trader 

Native 


NPC Party 

NPC Party 

Nativc 

Tradcr 

Native 

12 

Tradcr 

Trader 

Tiadcr 

Trader 

Trader 

i 






4. FLYERS 

# 

All Tcrrains 





i 

Bee, Giant 


11 

Pegasm 


2 

Cockatricc 


12 

Piranha Bird 


3 

Gargoylc 


13 

Pixie 


4 

Griflfon 


14 

Pocket Dtagon 


5 

Harpy 


15 

Robber Fly 


6 

Harpy 


J6 

Roc, SmaJl 


7 

Hippngriff 


17 

Rch - , Large 


0 

HippogrifT 


18 

Roc t Gianl 


9 

Insect Swarm 


19 

Sprite 


10 

Lizard, Giant Draco 

20 

SiLrge 


O 


m 

L M* 

Sft i.L. 



7 . INSECT 


# AJI Terrain 


1 Ant, Giant 

2 Bec, Giant 

3 Beetle, Fire 

4 Beetle, Oil 

5 Beetle, Tiger 

6 tnsect Swarm 

7 Rhagodessa 

B Robbcr Fly 

9 Scorpion, Gianr 

10 Spider, Black Widow 

11 Spider, Crab 

12 Spidcr, Giaht Hunting 


8. UNDEAD 


x v . \! 


# All ‘lerrain 


1 Ghoul 

2 Muntmy 

3 SkeJeton 

4 Spectre 

5 Wight 

6 Wraith 

7 Vampire 


8 Zombie 


i ***' ' 'v Wt 


9. UNUSUAL 


5. SWIMMERS 


AJJ Terrain 


Basilisk 
Blink Dog 
Ccntaur 
Displacer Beast 
GoJem, Ambcr 
Golem, Btme 
Golem, Bronzc 
GoJcm, Bronzc 
Golcm. Wood 
Gorgon 
Killcr Tree 

Livtng Statuc, CrystaJ 
Living Statue, Iron 
Javing Statue, Rock 
Lycanihrope, Wcrcboar 
l^ycanthropc, Wererat 
LycaiiThrope, Weretiger 
Mcdusa 
Shadow 
Treant 

























APPENDIX 


Prerolled characters 


Seven different charairters arc Usted betow. 
Each description includes a lisL of weapons, 
armor t and tnagic items (if the dtaraclcr has 
any). AUow ihe players to choose equipmem 
for thesc characters from p. 19 of the Expcrt 

Hugi Tunndtrue 

Neutral 6th levd Dwarven Myrmidon 


Strength 

11 

Dexterity 

10 

InteUigcnce 

10 

Constitution 

14 

Wisdom 

4 

Charisma 

12 

Armor Glass 

2 

H it points 

50 


Weapous: warhammer *J; sword; dagger 
Armor: plate mail and shidd 


Hrothgar the Sly 

Neutral 7th level Pilferer 
Strength 5 Dexterity 15 

Intdhgence 9 Constituuon 9 

Wisdom 11 Charisma 8 

Armor Clasa 6 Hk points 25 


Weapons: daggcr *J; sword 
Armor: teaiher armor 

Harold Forkbeard 

Neutral 7th ievd Champion 


Strength 

16 

Dexterity 

7 

Intdligence 

6 

Constitution 

14 

Wisdom 

17 

Cbarisma 

14 

Armor Class 

4 

Hil points 

GI 


Weapons: war hammtT *2; hand axe; dag- 
ger 

Armor: chain mail byrnie (coat of mail) 


rulc book. You should also allow cach cliarac- 
ter to stari ihe adventure with 3d6xH)0 gp. 
These charactcrs must secure thcir own sup- 
plies and mourns, howevcr 


Magnus thc Mage 

Neutral 7th levd Stsrccrer 


Strcngth 

15 

Dexterity 

10 

Intdligence 

15 

Constitution 

14 

Wisdoin 

13 

Charisma 

7 

Armor Class 

9 

Hit points 

30 


Weapons: daggcr *l , J wand of cold 
Armor: ring of protection *1 
Spells. 

First levd: read magic, magic missilc * 
shicld, slccp 

Second levd: ESP t mirror imagc 
Third ievel: % fireb&U 
Fourth levd: charm momter 

Leandcr Lostburrow 

Chaotic 6th levd HaUling Myrmidon 


Strength 

5 

Dexterity 

11 

Intdligence 

1J 

Conatitution 

10 

Wkdom 

14 

Charisma 

9 

Armor Class 

3 

Hit points 

31 


Weapons: daggcr +1; shortsword; f3ve jave- 
lins 


Armor: plate mail 

Thcse charactcrs come from the 
DUNGEONS & DRAGONS* Game Acces- 
sory, “The Shady Dragon Inn t ” which fea- 
tures over 100 prerolJed characters. 


Katharo*s ihe Pure 

Lawful 9th levd Patriarch 


Strength 

6 

Dexterity 

8 

Intelligence 

11 

Constitution 

14 

Wisdom 

14 

Charisma 

10 

Armor Class 

3 

Hit points 

57 

Weapons: mace 

♦1; 

five bottles 

of holy 


w r ater; three holy symbols 


Arraor: plate mail and shidd 
Spells. 

First levd: curr light wounds, detcct 
rnagic. protection from cvil 
Second level; btess, resist firc t snakc 
charm 

Thi rd levc I; curc discase, rem ovc cu rsc, 
striking 

Fourth lcvel: curc scrious wounds, 
sticks W srUikcs 


Idris Darkelf 

Neutial 7th level Elven Champion Sorcerer 
Strength 9 Dexterity 9 

Intdligence 12 Constitution 9 

Wisdom 12 Charisma 15 

Armor Class 2 Hit points 40 

Weapons: sword +J; dagger; bow and 10 


Armor: plate mail and shidd 
Spells. 

First levd: charm pcrson , dttect magic* 
fioadng disc, siccp 
Second levd; Jevirate, web 
Third level: haste t lighming holt 
Fourtli levd: charm monstcr 


908lXXXI50i 


New magic items 


Potion of swimming. The user may swim in 
any liquid at ihe ratc oflSO' (60'), evcn ifhc 
Ls encumbered. The user does not sink (even 
ifhe is pushed below the surface) unlcss he is 
carrymg more than 3,000 cn in weight. The 
potion doesn’t allow the user to breathe 
watcr. The effects of this potion last for 8 
hours. 

pQtion ofwatcr hreathing. The cffects of this 
potion are identical to the 3rd levd magic- 
uscr spell. 

Ring of watcr adaptation. This is a ring of 


demental adaptation For water The wearer 
of this ring can freely breathe, $ee, and muve 
through water as if it were air, 

Retutmng spear. This hand-hurled mlssile 
w r eapon retums tt> the castcr if it inisses its 
target. It acts as a sort of (i boomerang ” If it 
misses its target, thc spear returns at rhe end 
of the round; the character who threw the 
spear automatically catches the returning 
spear, unless he is paralyzed, confused, 
immnbile, etc lf it hits its target, the spear 
cloes not return by itself. 
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Wc f thc petrplc of thc city of Quagmirc. trf oul for lieip iu *mr timc of ticcd, Tht ica, vfihich imrr wms 
ifur very tourcc of /ife T has hccomc otir ctiimy. Our grc&t dty of frmdt is sinkirtg hcncstth thc sahy 
w 3 ycs - Without 2 safe mooring wc fiavc no ir»de. Without tradc wc fwvc nu food or watcr* i ftvcr 
fus dccicnatcci our population, and still it ragcs on. 

The dcnixcns of thc lowUnds thM surtound ui h&vc blockadcd uur crty and arc now prcyittg upon 
tit itt this wcmkcncd stxtc. Thcy cmptxtrc our mcssengcrs *nd kccp trade ships fram rcmthing us. Thcy 
pian to hesicgc us until wc can no longcf dcfcnd aursclvcs, If wc fdl t thcy will ovcmm ut, kill us t 
*nd srfumndcr thc fortuncs und staplcs that wc havc storcd up , 

Our Hopcs go with this mcssagc—hopcs that thc pleas wc havc cast into thc watcrs shall rcacb csvi- 
ti&ed pcople, hopcs that bravc and unsdfhh souh wHI ftnd onc of our messages and look upou our 
pfight wkh pity ; hopcs ehal thcrc arc thosc ivlio liavc flit r«ourc« lo nui the hideous btocka.de and 
bring our pcoplc food and waicr. 

Wc offcr fivc timcs fhc normrnl price for food and frcsh wate r. ff our rcscurcrs can Icad us to a ocw 
homc and help us rcsettle , we will ccrtainly pay morc. We may not he ablc to pay an army; we scek 
llrc beip and gvidancc of a small band of strong and cuurageous souk 

I wct my hand to this page on the first day o f spring. I bclievc our pcoplr can last no longcr than U 
D(mij)i. May the hand that plucks this tcstamcnt from thc sca dclivcr us to safc. high grounds in alf 
. kMste, 


Muiariah 

King of the Swa tnp 
Ruler of rhe 
city of Quagmirc 
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Swamp creatures! They surround you now as 
you move siowly through the gurgling muck. 
How will you reach Quagmire now? Each day. 
the hungry sea swallows more oF the ancient 
port city. A fierce fever ravages its people. and 
now —these foul monsters! Their beady eyes 
glimmer from deep within the tangled v i n ® s - 
Are these thecreatures that have blockaded the 
cily, tuming away the ships that are the city s 
lifeline? Are these the seum Ihat are starving the 
people of Quagmire. threatening an entire race 
with extinclion? These creeps? 

Let’s clean this jungte out! 

Quagmire inciudes a large-scale map that 
expands the D&D world and introduces new 
areas lo explore. The adventure also includes 
new magic itemsand a special. expanded mon- 
sters section. 

Hurry! Hoist your colors. or saddle your horse— 
go before the city by the sea becomes the city 
beneath the sea! 

This adverrture is for use wilh the DUNGEONS & 
DRAGOHS 11 Expert set. which compiernents and 
expands the D&D' Bask rules. This adventure 
cannot be played withQLit the D&D* Basit and 
Expert sets produced by TSR. Inc. 
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